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Volvers, Gambit, Cyclops and the rest of the 
gang return for yet another X-Men episode on 
the Megadrive this month - although it's 
>robably the last time you'll see them on the 
16-bit. Discover why they've teamed up with 
an arch enemy for their latest adventure, and 
how he can help them march on to victory in 
the Clone Wars! 
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The X-Men are back (again) and this 
time they even team up with a few 
old enemies to defeat the dark 
forces. But can the Megadrive stand 
any more of this mutant malarkey? 

Ox-nun com-op 46 

Just released into the arcades, this 
all-new X-Men coin op will be winging 
its way on to the Saturn in a couple of months. With any 
luck it should be a perfect conversion too. 

OBmmnn mid robm 48 

This all-new Batman epic is nearing completion and 
preparing for battle with the platforming big boys. We 
assess its chances in this two-page feature. 


OspiDERman so 


SHOWCASES 


QX-DlEn 2 42 


With the new Spidey adventures about to explode on to 
your TV screen, we take a look at the impending Megadrive 
title, and a few of the older Spidey adventures too. 


© JUDGE DREDD 52 


Young joyriders of the future won't be packed off to fun- 
filled holidays in the sun to put them back on the straight 
and narrow. Nope, they'll be slung into the iso-cubes after 
facing super-cop of the future, Judge Dredd. Read all about 
about his comic, movie and forthcoming game in this three 
page feature. 

© COmiX Z0DE57 

Heh heh heh. Can you tell what it is yet? Unfortunately, Rolf 
Harris doesn't make a cameo appearance in this game, but 
all his draw-as-you-go antics have been faithfully repro¬ 
duced for this comic-cartoon game with a difference. 


©PRDZER DRDCOOn 58 


After months and months of development, Panzer Dragoon 
is finally complete. We've managed to get a peek at the 
finished version before it's even released in Japan, and as 
you'd expect, it's utterly brilliant! 


©UICIORV GOBI GG 


Look, they might be great at cutesy puzzlers and 
platformers, but the Japanese sure have a lot to learn 
about footie - as this Saturn version of events illustrates 

quite nicely. Find out why Victory Goal will be 
subjected to many alterations before it's 
released in Blighty at the end of the year. 

©DRVTOnD G8 

It's one of the hottest arcade games ever, 
it's coming to the Saturn and we've been fol¬ 
lowing its development closely. Well, with 
the stunning conversion nearing completion, 
we check on its progress and even find out 
what problems 

programming team extraordinaire, AM2, 
have had with it. 




































Dredd. We'll also be showing off a 
little bit of Sega's big summer game, 
the highly original Comix Zone. 

Over the past few months, we've come 
to be synonymous with the big 32-bit 
releases, and this month we further 
cement this reputation with a huge 
expose of what is definitely the most 
spectacular-looking Saturn title to 
date: Panzer Dragoon. Back-up Saturn 
features include looks at Daytona USA 
and the disappointing Victory Goal. 
Megadrive 32X gets a sizeable look-in 
this month as we reveal Core Design's 
32X titles, and preview Motherbase 
and the very promising Stellar Assault. 
If you think this line-up is cool, just 
wait until you see what we've got 
planned for next month... 

RICHARD LEADBETTER _____ 


I 've always been partial to a good 
comic book, and despite falling sales 
in the comic industry, the big name 
characters are still selling huge 

amounts of 

■Sr^'in'5£» | issues per 

month - thus 
the arrival of 
a 

■ |HHbh amount of 
■' ’ new comics- 

. P related titles 


■ Megadrive. 

Leading off with 

the X-Men in both their new Megadrive and 
arcade guises, we thoroughly investigate 
which characters are heading for the 16-bit 
machine. Look out for special guest appear¬ 
ances from Spider-Man, Batman and Judge 


RICKY 


TOMMY 


Aah, as we t . 

issue we're * 

hazes. Except S 

Ricky. The Leadbetmeister spent 
the fourteenth stalking the streets 
in Puritan dress, poking courting 
couples in the ribs with a stick. 
Sadly for him most people just 
thought he was a kinky 
kissogram. gave him five pounds 
and chortled at him. Sadly for us 
he invested this cash in a new set 
of nipple extractors. 


In a bid to \^£T 

spice up his B 

spare time, BL 

day surfing the W mm y 
Alpine waves on his snowboard, 
man. Yeah, he was really kicking 
it to the slaprap, homeboys. 
Footage of Tom sliding slowly 
backwards down an artificial 
slope, firmly grasping the hands 
of a bemused instructor whilst 
whimpering and looking lost is 
available from this address for a 
nominal fee. 
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BflRRV WIGHT-THE 
UXRLRUS OF GHmES 

Hiiii. I'd like to welcome you all to 
my Satin Lounge of Software, 
especially all you beautiful ladiiiies 
out there. Y'know, some people say 
to me "Hey Barry, how come you 
just sit there all day eating pizza 
and playing Sonic & Knuckles? Why 
don't you get a job?". But y'know 
there's nothing a beautiful lady 
likes better than a man who's good 
with his hands, you know what I'm 
saying, so when I get the chance I 
like to show them all a seven-hit 
re-dizzy combo for every character 
in Streetfighter. After that I'll dim 
the lights, slow down the music and 
get comfortable for a slow comfort¬ 
able session of Micro Machines 2 - 
and I think you know what I mean. 
Full-on tournament play, baby. 
Yeah. 

Hey - you kids be good and call 
back next time, y'hear? 

Ciao, I'il whales 
Baz 


STOP PRESS! 


In a bizarre and unprecedented twist to 
the current game-to-film palaver, news 
has just reached us that our very own Rich 
Leadbetter is to star in the forthcoming 
cinematic version of Ecco the Dolphin. 

"I'm playing Funky, Ecco's friend. He's a 
giant squid with red tentacles who guides 
Ecco through his adventures." quoth our 
esteemed editor. But surely such roles 
must require a huge amount of make-up 
and special effect? "Oh yes, the whole 
process involves tons of foam rubber, 
modelling plastic, Silicon Graphics 
workstations, specialised photography 
and blue-screen effects. Fortunately 

I though I'm naturally photogenic and 
require merely motivation to slip into my 
undersea role". 


TomnnDiom'smRimmi 

CHfHLEnGE.il GOOD LOSER. 

OK smarty pants, so you beat me fair and 
square...hope you like the prize, I know It's 
something you always wanted, there you 
go David (Headless Zegu 2) Collier from 
Bushey, Watford or whatever your name is, 
Your name's in print for all the world to 
see. Satisfied? Yes I lie beaten. Whooped. 
But I tried godammit! At least I tried, tried 
and failed...go on rub it in, tell all your 
friends, humiliate me, see if I care. Have 
y'had enough, or d'ya want some more? 
Maybe you'd like to make me walk down 
the street naked, maybe you'd like me to 
fall over when I'm running for the bus with 
everybody watching? Have y' finished 
playing yo-yo with my emotions? Have 
you? One minute I'm the king and the next 
I'm nothing, nothing d'ya hear me, driven 
back to zero, put back on square one, 
forced back to the primitive existence I 
thought was behind me...for-ever. The bad 
times they knock on my door...once again, 
Nnnooooooooooooooooo! My dom-in-a-tion 
of Macman hath been quosh-ed! So it must 
be! If I go then the mortals of this dark planet 
shall perish as well, ha, hhhaaaaaiieee! By 
Odin and his mighty powers let the mountains 
crumble into the sea, let the land crack and 
dissolve before thine very eyes, let the skies 
blacken to never again let in the sweet light of the 
sun itself which in turn shall shrivel and turn green, a 
bit like a mouldy potato. Let mankind be forced to 
wear tight fitting underwear for all eternity, let the 
only food available be spinach and egg, let Tottenham 
Hotspur win the league, let Ann and Nick be the only people 
on telly 24 hours a day... no., actually that one's a bit harsh, I 
take it back. Let fat selfish, greedy politicians rule the world... 
what? ...already? Ah ha! good there you see mortals my plan 
is happening already! Let that horrible bit of fluff you get 
down the crack of your ....snore, snore... 


G HallqfRune © 
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CLAIRE 

Claire was 
made up 
when she 
received her 
very own 
personal 
card from 
Sonic the Hedgehog. The squidgy 
teddy bear on the front didn't put 
her off, and neither did the fact 
that the signature looked like a 
cheap laser print reproduction It 
was only when she realised it was 
actually addressed to Tom G that 
Claire's disappointment became 
palpable. 






TOMMY 


There was W*” JI« 

only one way ( \ ^ 9 ^ 

our Heavy 

Metal , \ _ 

Lovegod could 
possibly spend 

Valentine's Day - designing our 
magazine. Despite his lovely 
beard and rock animal persona, 
Tom is still searching for Slow 
Boat to Barnet's first groupie. 
Ones that look like Pacman 
would be especially welcome to 
our Tommy. 



This month we j 
found out that * m V jB 

Rad isn't, jjjj* 

actually, real. 

He's just a * 

manifestation \ 
of our collective 
consciousness. Or so he says, 
anyway. He reckons he is, in fact, 
nothing more than a trance-like 
state reached by member of the 
team during times of stress. Mind 
you, this might just be a protract¬ 
ed excuse for not doing any work 
Again. 
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Details of 
these cheats are 
on that lovely 
looking panel 
there on the left. 
See? 


UIRTUn FIGHTER 

IRTESTI^^m 


PIBVHSDUMU 

On the character select screen, press 
DOWN, UP, RIGHT then hold down A 
and LEFT simultaneously. 

If you've done it properly, you'll hear a laser 
effect from the sound test, then you should 
be on your way. Dural has a huge amount of 
special attacks at its disposal - just about 
every key move from every player! 


After four months of solid popularity, Virtua Fighter on Saturn 
was beginning to lose some of its appeal for Japanese gamers. 
However, AM2 have kept up the game's momentum by releasing 
some excellent "cheats" for the game. 

Elsewhere on these pages, you'll find codes to alter the size of the ring, initi¬ 
ate a level select and (best of all) choose to play as Dural - the most spe¬ 
cial-move laden character in the entire game. 


ievei select ann 


Other Virtua Fighter news: the Megadrive 
32X version of the game is now in the initial 
stages of development. The coding is actual¬ 
ly being handled by a special team of ex- 
AM2 coders, reporting directly to the main 
department. The fact that outside talent was 
brought in is probably down to the fact that 
AM2 lead programmer Keiji Okayasu has 
pulled all internal personnel to finish off 
Saturn Daytona USA (see page 68). We 
needn't worry too much about the quality of 
the game as Virtua Fighter 32X, like all AM2 
titles will need to be passed personally by Yu 
Suzuki himself. 


HnnazE 


On the initial PRESS START screen, 
press UP 12 times, press START and 
then go to the options screen. You 

should hear a mighty "KO!" emanate from 
your screen. Go down all the way to where it 
says EXIT and move down again. Press A. 
You should see this screen. You can change 
the size of the ring from its default fourteen 
metres to either four, eight, twelve or six¬ 
teen. Four is Sudden Death contest size, but 
set it to eight for some excellent two-player 
battles. 






























Yes, incredible as it sounds, there IS actually a mini conversion of Dc 
unimaginable that all you 32X owners, considering the forthcoming 
32X Virtua Racing as the next closest thing, little realising that you \ 
the release of the Saturn version! 

This amazing piece of top-secret information, 
revealed to us by a reliable source inside Sega, 
arrived only hours before the magazine went to 
press. Too late to make it onto the cover or even 
into our tips, but here is it in our news section. 

And boy, what news! 

For months now, rumours have persisted that crack pro¬ 
gramming team AM2 had included the Daytona track lay¬ 
outs as secret courses in Virtua Deluxe, but they've denied 
any knowledge of a cheat, until now! When contacted by 
long-distance phonecall, head of the Sega arcade divi¬ 
sion, Yu Suzuki refused to comment, however during a 
later call, lead programmer Mr Li Poo Farl exclaimed 
"Okay, you got us. Pretty sneaky, huh?" 

Pretty sneaky indeed, because the cheat is so well hidden 
that Sega UK only uncovered it after noticing the Daytona 
code within the actual game listing. However, since its 
discovery we've actually managed to get the hidden 
game up and running. And here's how you do it, exclu¬ 
sively revealed by SEGA AAAGAZINE! 

First enter a single-player race using stock cars on the Bay 
Bridge track and find the secret road that leads to the 
open tarmac area (as revealed by Ed Lomas in this 
month's tips section). 

Now here's the tricky bit. When on the tarmac, you actu¬ 
ally have to spell out each of the following letters on the 
floor with your car - D, A, Y, T, O, N and A (which, inci¬ 
dentally, spells Daytona). You have to be quick though, to 
do it before the time runs out. And make sure you spell it 
out in CAPITAL LETTERS. None of this scribbly handwriting 
nonsense, it just won't work. 

If done correctly, you should here some speech saying 
"Gentlemen, Start your engines!" Now drive to the edge 
of the tarmac area and you should see a gate leading to 
the first course on Daytona! 

It's amazing quite how much of the game they've 
crammed in here. Change views and you'll now notice 


how your car (and a couple of the others) are cov¬ 
ered in advertisements, just like the coin-op cars. 
Admittedly, the scenery has very little texturing, with 
only the Million Slot Arch fruit machine and Sonic 
Wall cliff face making use of the 32X's custom tex¬ 
ture-mapping abilities. As Mr Poo Farl explained 
"We had many trouble including all the features 
(Daytona) fans have sought after. In the end, it 
came down to memory. We have lost the number of 
cars, yes, and also some scenes, but the result, I 
think, fans will find most satisfying (laughs)." 

Indeed, there are only 25 cars in the race and the 
coin-op music is sadly absent. However, all the 
speech is there, although it is somewhat grainy. As 
for the big question as to whether the other two 
tracks are in there. Well, we finished the first track 
in third place and a chequered '3' appeared on the 
options screen. Could a winning position access the 
next course? "Fans will have to wait and see!" 
laughed Mr Poo Farl. 


ooom aom for 5HTURn 


Doom II or newcomer 
Quake is heading for 
the Saturn courtesy of 
developers id, but that 
hasn't stopped 
Japanese developers 
from creating their 
own version of events. 

Due out in a couple of 
months, Daedalus is a- 
close-as-you-can-get 
Doom clone with all the 
murky atmosphere and 
gory enemies you could 
hope for. At the moment, 
we haven't seen a 
playable version of the 
game, but the graphics 
look suitably sinister and 
there's loads of levels too. 
Anyway, here are some 
early screenshots, and 
expect to see an in-depth 
feature on the title next 
month. 











After last month's exclusive unveiling of the next 
generation of Megadrive 32X software, new 
details have emerged concerning the projects 
undertaken by the Scavenger teams. 

Bad news first: Zyrinx are no longer coding Batman 
Forever. We reckon that this is an incredible shame, 
because the dank, eerie Doom-style demo that we saw 
of the 32X version of this game looked frankly 


astounding. Acclaim have handed over the coding duties 
to Mortal II conversionsmiths Probe. Let's hope we're not 
in for another scrolling platform game a la Alien3. 

The good news now: Scavenger have revealed that 
Zyrinx are hard at work for Sega of America, coding up a 
potentially brilliant translation of the X-Men for the 
Megadrive 32X. So, hopefully, we should be seeing that 
sometime at the end of this year. 


I'll snow you my 
Saturn, if you 
show me Uranus 


nmmonTH: The unbelievable 
results to our Star Wars home 


Although the relevant prizes have been sent out, we've been a bit slack in announcing competition 
winners. So, from now on, you'll find results here in the news section. First of all, our fine 
Saturn-related caption competition from a couple of months ago. The winner is: Carl Howard from Lowestoft, 
Suffolk, who managed to actually make us laugh at his entry (see below). He wins ten games for his Megadrive. 
And here are some "honourable" men¬ 
tions: -- 


I come in peace from the pi 
Saturn. Can I swap this for 
some water please? 


To boldly go where no man has 
gamed before! 


And yes I can confirm our 
report from Saturn. Take it 
away Eggy: "Look what I got 
for Christmas, it's a Sega 
Saturn." Er, yes, thank you 
Eggy. Over to you. Bob, for the 
snort f?!?I - SM) 


Saturn! It will do your head in! 


Saturn! It's out of this world! 
(about a thousand entries on 
these lines - SM) 


The planet Saturn and the com 
puter Sega Saturn (double ?!?! 
- SM). 
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HOLD TIGHT! Get ready for some serious stimulation with the most realistic and advanced 
superbike challenge you've ever seen. Racing with the legendary Team Green', you'll experience 
incredible speed and frighteningly realistic thrills on 15 of the world's most glamorous circuits. 
But as you take your Kawasaki ZXR750R to the limits will you be able to handle the 
adrenaline overload? After all, when you've got such awesome power between your legs, 
you could find it hard to control your excitement. 

Available on Mega Drive 17 th March • Available on Super Nintendo Mid-June 

Kawasaki*™. ©1995 Domark Group Ltd. All rights reserved. Licensed to Time Warner Interactive, Europe and Japan. 

'SEGA' and 'MEGA DRIVE' are trademarks of SEGA ENTERPRISES LTD. Nintendo®, Super Nintendo Entertainment System™, the Nintendo 
Product Seals and other marks designated as "TM” are trademarks of Nintendo. 

TIME WARNER INTERACTIVE, 1 RUSHMILLS, BEDFORD ROAD, NORTHAMPTON NN4 7YH. TEL: 01604 602800. FAX. 01604 602832. 
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After loads of heats across the country, 
the UK Daytona challenge final was held 
on February 18. In all there were 66 competi¬ 
tors who spent the day having free goes on 
Sega's top racer, and it was these four lads who 
came out tops at the end of the day. First prize 


went to Gary Lee of Dulwich, and look, there he is 
on the left of the picture. Nice shirt, Gary. And for 
his troubles, he won a dream holiday in America. 
The other blokes didn't win a holiday or anything, 
but they were probably given a baseball cap so 
they wouldn't feel left out. 


f REE STUFF! 

Like the X-Men? Want loads of free X-Men 
stuff? Good, you'll be wanting to enter 
our top X-Men compo then, won't you. 

Panini, masters of all things sticker-like are 
launching a new range of X-Men collector cards, 
which incidentally should be available in the 
shops by now. Each ten-piece pack costs 60p 
and there's 150 characters to collect in all. But if 
you fancy starting off your collection for free, 
we've got 20 packs to give away to 40 lucky 
readers. Just answer the following question, and 
send your entries in to SO YOU'LL BE X-PECT- 
ING A PRIZE THEN, SEGA MAGAZINE, PRIORY 
COURT, 30-32 FARRINGDON LANE, LONDON, 
EC1R3AU. 

Q. What Saturday morning programme is 
the X-Men cartoon shown on? 

Before we forget, we've also managed to get 
round to judging the last X-Men compo. And 
here, in no particular order of importance, are 
the winners: 

K Darby, Daniel Burling, Ian Champion, G Kirby, 
Shahzad Hussain, Alex Meftah, Jonathan Smith, 
Nicholas Stonehouse, Thomas Walker and 
Joshua Smith who stupidly forgot to include his 
address. Prizes are on the way to everyone 
except for Joshua, who unless he sends in his 
address will be getting nothing at all. 


EflA 
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HIAVY discounts g flec4a i 
HUGE range R.e*Lesute. 

10am to 8pm Daily 

FREE -16 page colour catalogue - just phone 

01279 600204 

Order by fax on 01279 726842 - we ll fax back to confirm receipt 


r WE"ONLY SUPPLy’mEMBERS BUT YOU CAN ORDER AS YOU JOIN 

Members receive our 48-page Colour Club Magazine bi-monthly. Each issue reviews a 
selection from our extensive range and includes at least £30 worth of coupons for 
additional savings on top products. Members are under no obligation to buy anything. 

UK EC WORLD 
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JOHN MADDEN ‘92 .9.99 

JOHN MADDEN ‘93.14.99 

JUNGLE BOOK .37.99 

JURASSIC PARK .35.99 

KAWASAKI SUPERBIKES .33.99 

LEMMINGS .17.99 

LEMMINGS 2 .39.99 

LETHAL ENFORCERS (WITH GUN) .52.99 

LETHAL ENFORCERS 2 .37.99 

COUPON - DEDUCT £3 UNTIL MARCH 31 

LHX ATTACK CHOPPER * .15.99 

LION KING .39.99 

LOTUS TURBO CHALLENGE .17.99 

MADDEN NFL ‘95 36.99 

MEGA BOMBER MAN .31.99 

MEGA GAMES 1 

WORLD CUP ITALIA ‘90, COLUMNS, 

SUPER HANG ON .15.99 

MEGASWIV* .33.99 

MICKEY AND DONALD 

- WORLD OF ILLUSION .17.99 

MICKEY MOUSE .16.99 

MICKEY’S ULTIMATE CHALLENGE • .. .38.99 

MICKEYMANIA .38.99 

MICRO MACHINES 2 .36.99 

MORTAL KOMBAT .29.99 

MORTAL KOMBAT 2 .43.99 

NBA LIVE ‘95 (BASKETBALL) .36.99 

NFL QUARTERBACK CLUB * .41.99 

NHL ICE HOCKEY‘95 .35.99 
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PETE SAMPRAS TENNIS (4 PLAYER GAME) 36.99 

PGA EUROPEAN TOUR .29.99 

PGA TOUR GOLF 3 38.99 

POWER RANGERS.32.99 

POWERDRIVE .33.99 

POWERMONGER .11.99 

PROBOTECTOR.37.99 


PSYCHO PINBALL .36.99 

RED ZONE.37.99 

REVENGE OF SHINOBI .13.99 

RISE OF THE ROBOTS .44.99 

RISTAR * 35.99 

ROAD RASH 2 19.99 

ROAD RASH 3* .31.99 

ROBOCOD (JAMES POND 2) .12.99 

ROCK ‘N’ ROLL RACING .33.99 

RUGBY WORLD CUP ‘95 .37.99 

SENSIBLE SOCCER .19.99 

SENSIBLE SOCCER INTERNATIONAL ...29.99 

SHINING FORCE 2 .39.99 

SKITCHIN’ .16.99 

SOLEIL * 39.99 

SONIC THE HEDGEHOG .9.99 

SONIC 2 19.99 

SONIC 3 39.99 

SONIC AND KNUCKLES .39.99 

SONIC SPINBALL .19.99 

SPEEDBALL 2 14.99 

STORY OF THOR * .42.99 

STREETS OF RAGE .16.99 

STREETS OF RAGE 2.19.99 

STREETS OF RAGE 3.39.99 

STRIDER.9.99 

STRIKER* .35.99 

SUBTERANNIA * 32.99 

SUPER KICK OFF .19.99 

SUPER MONACO GP .11.99 

SUPER STREETFIGHTER 2 46.99 

SYLVESTER AND TWEETY .37.99 

SYNDICATE .34.99 

THE INCREDIBLE HULK * 19.99 

THE SMURFS* .33.99 

TINY TOON ADVENTURES 

- ACME ALL STARS .33.99 

TOE JAM AND EARL 2 21.99 

TOUGHMAN CONTEST*.40.99 

TRUE LIES* .41.99 

URBAN STRIKE . 35.99 

VIRTUA RACING .49.99 

WWF RAW * .45.99 

WWF WRESTLEMANIA .12.99 

ZERO - KAMIKAZE SQUIRREL • .37.99 

32X GAMES 

COSMIC CARNAGE • .45.99 

DOOM .47.99 

MOTOCROSS CHAMPIONSHIP • .35.99 

STAR WARS ARCADE .47.99 

SUPER AFTERBURNER • 35.99 

SUPER SPACE HARRIER * .35.99 

VIRTUA RACING DELUXE .47.99 

SNES GAMES 

AIR CAVALRY* .39.99 

BATMAN RETURNS .26.99 

BATTLETECH* .44.99 

BOXING LEGENDS OF THE RING .40.99 

BUBSY .15.99 

BUBSY 2 * .38.99 

CANNON FODDER .40.99 

CLAYFIGHTER 2 * .49.99 

CRAZY CHASE * 39.99 

DEMOLITION MAN * 39.99 


DESERT FIGHTER • 

DONKEY KONG COUNTRY .49.99 

DRAGON .39.99 

EARTHWORM JIM .49.99 

FIFA SOCCER .35.99 

FLINTSTONES (THE MOVIE) .35.99 


INDIANA JONES’ GREATEST ADV .48.99 

COUPON - DEDUCT £3 UNTIL MAR 31 

INTN'L SUPERSTAR SOCCER * .39.99 

JOHN MADDEN‘93 .9.99 

JUNGLE BOOK .37.99 

JURASSIC PARK .19.99 

JURASSIC PARK 2 .42.99 

KEVIN KEEGAN PLAYER MGR .19.99 

KICK OFF 3 41.99 

LEMMINGS 2 .45.99 

LETHAL ENFORCERS (WITH GUN) .59.99 

LION KING .48.99 

LORD OF THE RINGS* .37.99 

LOST VIKINGS .19.99 

LOST VIKINGS 2* .45.99 

MADDEN‘95 .37.99 

MAN UNITED CHAMP SOCCER .36.99 

MARIO ALL STARS.39.99 

MEGA MAN X.33.99 

MICKEY'S ULTIMATE CHALLENGE • .. .38.99 

MICKEYMANIA .45.99 

MICRO MACHINES .38.99 

MORTAL KOMBAT .17.99 

MORTAL KOMBAT 2 .49.99 

MR TUFF * .40.99 

NBA LIVE ‘95 (BASKETBALL) .44.99 

NFL QUARTERBACK CLUB * .49.99 

NHL ‘95 (ICE HOCKEY) .37.99 

NHLPA'93 ICE HOCKEY .14.99 

NIGEL MANSELL’S INDYCAR .50.99 

NO ESCAPE * 38.99 

PACMAN 2 * .34.99 

PGA TOUR GOLF .19.99 

POP‘N’TWINBEE .23.99 

PORKY PIG* .41.99 

POWER RANGERS.44.99 

POWERDRIVE .37.99 

RISE OF THE ROBOTS .57.99 

SECRET OF MANA .33.99 

SENSIBLE SOCCER .19.99 

SIDE POCKET* .41.99 

SIM CITY .19.99 

STAR TREK: FLEET ACADEMY * .37.99 

STARGATE* .49.99 

STARWING .14.99 

STREET RACER.34.99 

STREETFIGHTER 2 34.99 

STREETFIGHTER TURBO .25.99 

STUNT RACE FX .41.99 

SUNSET RIDERS .26.99 

SUPER BC KID *.40.99 

SUPER BOMBERMAN (4 PLAYER) .19.99 

SUPER BOMBERMAN 2 .40.99 

SUPER KICK OFF .19.99 

SUPER MARIO KART .33.99 

SUPER MARIO WORLD .19.99 

SUPER METROID .41.99 

SUPER PUNCH OUT * 39.99 


RAMPAGE 

8.99 

SUPER RETURN OF THE JEDI .48.99 

SUPER STAR WARS .34.99 

SYNDICATE .37.99 

TERMINATOR 2 .19.99 

THE ADV OF BATMAN AND ROBIN .48.49 

THE MASK * .37.99 

THE SIMPSONS 

- ITCHY AND SCRATCHY * .38.99 

THE SMURFS* .33.99 

THEME PARK (DUE APRIL) .36.99 

THUNDER IN PARADISE * .41.99 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .26.99 

TRUE LIES* .49.99 

TURN AND BURN .19.99 

UNIRALLY * 39.99 

VORTEX .45.99 

WARIO’S WOODS * 34.99 

WING COMM - SECRET MISSIONS .19.99 

WORLD CUP USA'94 .19.99 

WORLD LEAGUE BASKETBALL .12.99 

WWF RAW* .38.99 

ZELDA 3 - LINK TO THE PAST.26.99 

JAGUAR GAMES 

ALIEN VS PREDATOR .50.99 

CHECKERED FLAG .50.99 

DOOM .49.99 

IRON SOLDIER .47.99 

KASUMI NINJA .47.99 

ATARI LYNX GAMES 

APB .14.99 

BASKETBRAWL .8.99 

BILL AND TEDS EXCELLENT ADV.8.99 

CASINO .8.99 

CHECKERED FLAG .10.99 

CHIP’S CHALLENGE .8.99 

CRYSTAL MINES 2 .8.99 

DESERT STRIKE .24.99 

DINO OLYMPICS .8.99 

DIRTY LARRY - RENEGADE COP .8.99 

ELECTRO COP .14.99 

GATES OF ZENDECON .14.99 

HOCKEY .8.99 

LEMMINGS .10.99 

MS PACMAN .14.99 

NINJA GAIDEN .14.99 

PAPERBOY .14.99 

PINBALL JAM .8.99 

RAMPAGE .8.99 

RAMPARTS .24.99 

SCRAPYARD DOG .8.99 

SHADOW OF THE BEAST .8.99 

SHANGHAI .8.99 

SLIMEWORLD .8.99 

STEEL TALONS .14.99 

SWITCHBLADE 2 8.99 

TOKI .24.99 

TOURNAMENT CYBERBALL .14.99 

TURBO SUB .8.99 

VIKING CHILD .8.99 

WARBIRDS .14.99 

WORLD CLASS SOCCER .8.99 

XENOPHOBE .8.99 

ZARLOR MERCENARY .8.99 



SUPER NINTENDO DEALS 

SUPER NES WITH STARWING .79.99 

SUPER NES WITH STREETFIGHTER TURBO . 79.99 
SUPER NES MARIO ALL STARS PACK ... 89.99 

SUPER MARIO 1,2 AND 3 PLUS LOST LEVELS 
GAME (ON ONE FOUR-GAME CARTRIDGE) 

SUPER NES WITH DONKEY KONG COUNTRY ..111.99 

(ALL OF THE ABOVE COME WITH ONE NINTENDO JOYPAD) 

SUPER GAMEBOY ADAPTOR FOR SNES ....44.99 

PLAY GAMEBOY GAMES IN COLOUR ON YOUR SNES 



MEGADRIVE 2 DEALS 

MEGADRIVE 2 + EURO CLUB SOCCER 69.99 
MEGADRIVE 2 + SUPER KICK OFF 69.99 

MEGADRIVE 2 + SONIC 2 .85.99 

MEGADRIVE 2 + SONIC 3 .105.99 

MEGADRIVE 2 + LION KING .105.99 

(ALL OF THE ABOVE COME WITH 2 SEGA JOYPADS) 

MEGADRIVE 2 +VIRTUA RACING 114.99 
WITH 1 SEGA JOYPAD 

MEGA CD DEALS 

ALL MEGA CD PACKS INCLUDE 8 GAMES 

ROAD AVENGER, SOL FEACE, COBRA COMMAND, COLUMNS, SUPER 
MONACO G.P, STREETS OF RAGE,GOLDEN AXE, REVENGE OF SHINOBI 
MEGA CD 1 WITH TOMCAT ALLEY AND 8 GAMES (AS ABOVE) ... 174.99 
MEGA CD 1 CONNECTS TO MEGADRIVE 1 OR 2 TO PLAY CD GAMES OR MUSIC CDS 

MEGA CD 2 WITH TOMCAT ALLEY AND 8 GAMES (AS ABOVE) .174.99 

MEGA CD 2 CONNECTS TO MEGADRIVE 1 OR 2 TO PLAY CD GAMES OR MUSIC CDS. 



ATARI LYNX 2 

ATARI LYNX 2 BATMAN RETURNS PACK 

POWERFUL 16 BIT COLOUR HANDHELD 
WITH STEREO SOUND, BACKLIT 
SCREEN FOR NIGHT OR DAY PLAYING 
AND BATMAN RETURNS GAME. 

MAINS ADAPTOR FOR LYNX 
HIGHLY RECOMMENDED 
AS BATTERY LIFE IS SHORT 11.99 


29.99 



SNES EXTRAS 



QUICKJOY SN PROPAD. 

WITH AUTOFIRE (TWO 
SPEED) AND SLOW MOTION 
12.99 


MEMBERSHIP FEES 
ONE YEAR (6 months) 7.00 (4.oo) 

One year price includes six issues of Special 


9.00 ( 6 . 00 ) 11.00 (T.oo) 

magazine with £180 of XS Coupons 


All prices include VAT and 2-3 working day carriage to UK mainland 
Software and peripherals are sent by post, hardware by White Arrow 
Allow one or two days for processing and despatch of stock items 
We issue confirmations of all orders received 

Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 

--- NEWT 

(BLOCK CAPITALS please) u 

Name & Address_ 


PLEASE STATE MEGA DRIVE, SNES OR LYNX 

Machine 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.0Q) 


item 


item 


item. 


item. 


Please use this box to add any optional fast delivery charge 
1st Class Post 40p per posted item or £10 hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P. O./Access/Mastercard/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 
_(ISSUE NO_ 


Cheques payable to: SPECIAL RESERVE 3t 
P.O. BOX 847, HARLOW, CM21 9PH 

Inevitably some games listed may not yet be available. Please phone to check availability. 
Prices and offers may change without prior notification. SAVE = Saving off full retail price. 
PRICES CORRECT AT TIME OF GOING TO PRESS. 13.02.95 E .& O.E. 
Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. j 



SfxeoicU 


HUGE range of hardware, software, 
books, peripherals and leads for ... 

PC, CD Rom, Amiga, CD32, Sega, 74e *<*»“** 

Nintendo, Atari, Apple, Sony, Philips and 3DO. 

All official UK products, all at HEAVILY discounted prices 
Order by post, or by phone or come to one of the Special Reserve 

OPEN 10am to 8pm CLUB SHOPS 7 DAYS A WEEK 

43 Broomfield Rd CHELMSFORD near the bus station 
The Maltings SAWBRIDGEWORTH er the train station 

Over 250,000 people have joined Special Reserve 


near the bus station 



SAITEK MEGAPAD 6. 

WITH MICROSWITCHED 
DIRECTION CONTROL, 
AUTOFIRE AND SLOW 
MOTION. 

12.99 


NINTENDO CONTROL PAD. 



■ X! 

i 


LOGIC 3 LOGIPAD. 

WITH MICROSWITCHED 
DIRECTIONAL CONTROL 
AND AUTOFIRE 
13.99 


QUICKJOY SN PROGRAM 
PAD. PROGRAMMABLE 
JOYPAD CAN HOLD UP TO 
THREE PRESET MOVES IN 
MEMORY. WITH AUTOFIRE 
AND SLOW MOTION. 
_19.99 



ATARI JAGUAR 
64-BIT CONSOLE 

179.99 


WITH JOYPAD AND CYBERMORPH GAME. 
STATE OF THE ART CONSOLE WITH 16.7 
MILLION COLOUR CAPABILITY AND A 
PROCESSOR WHICH IS CLAIMED TO BE 55 
TIMES FASTER THAN A MEGADRIVE OR SNES. 


ASCIIPAD SN JOYPAD. 

WITH TURBO FIRE AND 
SLOW MOTION. 


MEGADRIVE EXTRAS 



LOGIC 3 SPEEDPAD SG. 

SIX BUTTON JOYPAD WITH 
AUTOFIRE 



SAITEK MEGAMASTER SG6 
JOYSTICK. SIX BUTTON 
JOYSTICK WITH AUTOFIRE 
AND SLOW MOTION 



ASCIIPAD. SIX BUTTON 
JOYPAD WITH TURBO FIRE 
AND SLOW MOTION 
14.49 


SEGA ARCADE 
POWERSTICK 2. 

SIX BUTTON JOYSTICK 
WITH AUTOFIRE AND SLOW 
MOTION ... 33.99 



LIGHT GUNS 19.99 


FOR MEGADRIVE OR SNES 


FOR LETHAL ENFORCERS 

» * V 

AND SNATCHERS 


SECOND GUN 17.99 


STATE M/DRIVE OR SNES 



PANASONIC 3DO WITH POWER KINGDOM ...385.99 
AMIGA CD-32 WITH 7 GAMES .220.00 



PHASE 9 GRADUATE. 

SIX BUTTON JOYPAD WITH 
AUTOFIRE AND SLOW 
MOTION 




SAITEK MEGAPAD X. 

SIX BUTTON JOYPAD 
WITH MICROSWITCHED 
DIRECTION CONTROL, 
AUTOFIRE AND SLOW 
MOTION 
13.49 


SEGA 

32X...149.99 

SEGA 32X EXPANSION 
FOR MEGADRIVE 
WITH £50 CASHBACK 
COUPONS ON 32X 
SOFTWARE 

I SLOTS INTO THE CARTRIDGE PORT ON TOP OF 
THE MEGADRIVE 1 OR 2 AND MULTIMEGA, 
ALLOWING USE OF NEW, IMPROVED 32 BIT 
SOFTWARE, REALISTIC 3D ENVIRONMENTS 
AND PROVIDING FULL DIGITAL STEREO SOUND. 


























































































































































































































































































































































Some close-up action from the new level in Earthworm Jim CD. 


1 








A It looks as though ball¬ 
tampering hasn't made its 
way into the conversion. 


They've been talking about it for years, 
you've been demanding one for aages, 
and now someone's finally got around to 
creating a cricket game for the 
Megadrive. 

Up for release in May, Brian Lara Cricket 
features ten teams with all their correct players 
and statistics, and there are loads of play 
options too. And because it's being created by 
Codemasters, the cart has two extra joypad 
ports built in (for loads of four player malarkey) 
and it also has a battery back-up facility. 

In addition to all the batting and bowling joy, 
there's a real time 3D perspective option, so 
you can see the game from different angles, 
and there's even a spectator mode just in case 
you can't actually be bothered to play the game 
yourself. 

Anyway, we reckon that this will be a huge hit, 
and even though it's only around 70% finished, 
it plays really well. More news next ish. 
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Oooh, ooh, isn't Dave Perry the best? I mean 
his games are just sooo wonderful and 
they're wildly innovative and everything 
and oh oh, I just love him to pieces. 

That's the kind of thing that was written about Shiny 

Fr-i+or+ninmorvf u/hon tlnow roloncorJ Fnrthwrtrm lim 


on the Megadrive, and there'll be loads more sycophantic 
burblings bandied about when he unleashes Earthworm 
Jim on the Mega-CD next month. Although the game 
remains largely the same as the Megadrive version, 
there's some great sound, and an all-new level too, which 
is where these rather lovely screenshots have been lifted 
from. Expect to see a review next month. 


▲ Crikey. Different views! Perhaps it should have been 
Virtua Cricket? Well all right, maybe not. 
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His chest heaving in 
anticipation, ace 
Starmonger, Skippy 
Lenighan dropped out 
of hyperspace and 
straight into the most 
dangerous battle of his 
young life! Even the 
years spent ruthlessly 
crushing the rebellion 
in the moon-camps of 
The Moon were no 
preparation for the epic 
star-smacking to come! 


If you were to ask any games animal worth their cartridges what makes a 
good console, they might well say "Construction droids working beneath the 
surface of Venus". Howeuer, if you asked a games human the same question, 
you might get the more sensible answer of "quality software " Vup, games 
maketh the machine, as a wise man with a lisp once said, so you can imagine 
our worry at the drought of decent software the megadrive 32 K has suffered 
since the initial batch of tap releases. 


However, obviously we were just being a bit prema¬ 
ture, because the lengthy process of producing 
quality software is only now starting to yield highly- 
polished fruit. The somewhat impressive Metalhead 
is released this month and now, out of the blue, 
comes Stellar Assault. We use the term 'out of the 
blue' because from the early version we saw a few 
months back, it didn't look particularly promising. 
With the latest preview version to enter the offices 
however, Stellar Assault has transformed into a title 
with serious Grade A potential! 

As you have no doubt established from the screen- 
shots, Stellar Assault is a 3D space shoot 'em up of 
the polygon variety. Now this all sounds just a tad 
like Star Wars Arcade (even the name is just a vari¬ 
ation on 'Star Wars') and indeed it is very similar, as 
you fly around wiping out all enemy ships before 
hyperspacing to another location to wipe out more 
enemy ships. However, unlike Star Wars, which lim¬ 
its your area of movement, Stellar Assault allows 
you to toggle around a complete 360 degree axis, 
flying in any direction you want. This all makes for 
some stunning space combat as you fly between 
fleets of huge cruisers, dogfighting with small fight¬ 
ers. Did we say huge cruisers? Yep, well that's 
because the game's packed with them. Big ones, 
great hulking ones, some as big as your dad! 

Even though Stellar Assault has improved dramati¬ 
cally over the last couple of months, it still has some 
way to go before completion. Most noticeably, the 
sound still needs a lot of work, sounding at the 
moment like Monaco GP on the Game Gear. 
However, this is definitely one 32X title we'll be 
following closely and of course, keeping you 
informed about. _ 

-ill 


▲ 'Shoot those outrigger warp podules/ advised Pops, 'and watch him go 
up like an exploding spacecraft!' 




































Amber Twelve! Pull out!' called Skippy. But it was too late. 


So which game is better, Stellar Assault or Star Wars Arcade? Well, consider¬ 
ing Stellar Assault isn't even finished yet, it's impossible to tell. However, 
even in this half-complete state Stellar Assault is demonstrating a graphical 
technique not seen in Star Wars or, in fact, any other 32X game. The tech¬ 
nique is light sourcing, a special trick which adds solidity to 3D objects (the 
ships in this case) by shading them as if there was light coming from one 
direction. Here at SEGA MAGAZINE we've most recently seen light-sourcing 
in Virtua Fighter on the Saturn, where the characters are lit by the disco floor 
on Sarah's stage. Stellar Assault however, proves the 32X is more than 
capable of matching this talent, with shadows even being cast by the light of 
the ships' rocket boosters. 


'Staaay on target!' hollered 
Pops through Skippy's star 
speakers. 


Lineker, Skippy's boyhood 
pal, didn't make it home. 


A Skippy lined up his sights on the 
purple starshifter's soft underthighs! 
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LOOK RT THE SIZE OF THAT IHII1C! 

No space combat game would be complete without an array of massive 
battle cruisers and Stellar Assault certainly isn't short of these. Cruisers, 
space stations, massive accelerator tunnels, floating guard posts, this 
game's got the lot. Of course, in the heat of the fight it's hard to appreci¬ 
ate the time spent on creating these craft, so the programmers have kind¬ 
ly included a 'ship view option' where you can bring up any craft of you 
choice and spin them around at any angle you wish. It also gives us a 
good chance to show you some the enemies you'll face. 
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A Skippy felt the landing 
gear retract as the 
Magneto-levs kicked in, 
pulling his Meriweather 
Skyspanker towards the 
launch ramp. 

Tull boost NOW!' cried 
the commander. 
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fl FIHE STEUECTIOn 

Just like Star Wars Arcade, Stellar Assault 
gives two players the chance to take on the 
alien fleet, with one person piloting and the 
other gunning. Of course, in Star Wars 
Arcade if you ever wanted to just gun, it was 
tough poop. After all, who ever heard of an 
Artoo unit flying out into space by itself? Well, 
anyway, Stellar Assault caters for any of you 
would-be gunners without any friends by 
including an Auto Pilot option. This effectively 
turns the game into a Starblade-style blaster, 
as the computer steers you around the enemy 
fleet allowing you to concentrate on the 
shooting. Unfortunately, in the pre-produc¬ 
tion version we had in the office, this option 
hadn't been completed, resulting in the 
computer pilot continually crashing into other 
ships! 




Skippy's only chance 
was to ram the warp 
legs of the enemy 
starshifter! The fate of 
the Earth was at stake! 





...of his ship's computer to revise... 


...for his Terran Astro Association Colonels' Club exam. 
But would he live long enough to take it? 










































▲ Your mother looks like a gorilla. I've heard. 


▲ No, your mother does tricks for crisps. 


A Ah, but I saw your mother with the milkman. 
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Your 


dub. 


new, original ideas to the concoction. 


Some of our older readers may remember 
an aged Sega coin-op called Zannon - the 
very first isometric 3D scrolling blaster. 
Vounger readers may recall Viewpoint, a 
Deo Ceo 90s version of Zaxnon with nice 
music. Ulell, IDotherbase takes aspects of 
both these blasters, odds a smidgen of 32- 
bit polygon trickery and euen adds some 


The actual gameplay is for the most part pretty familiar stuff - just dodge 
enemies, their bullets and their environs and return fire as best you can 
against the rampaging hordes. The end of the level pits you against an 
enormous boss of some description - all of which require plenty of blast¬ 
ing if you're to survive. 

Unoriginal eh? Well, sort of, but the programmers have added some 
nice ideas to the basic blasting. First of all, your ship has a bizarre jump¬ 
ing ability. This allows you to jump onto some of the enemy ships and 
allows you to effectively "possess" them, turning their firepower against 
their creators. 

The other notable aspect of the game is that it mixes up polygon objects, 
sprites and conventional backdrops. The sprites and backdrops are con¬ 
ventional bit-mapped images, whilst your ship and everything you fight 
is made out of the old polygons. It's a bit of an odd combination, it must 
be said, but this allows for a greater variety in your enemies (polygons 
take up far less memory than sprites) and also means that some crea¬ 
tures perform screen-filling fly-bys before swooping down to take their 
place between your sights. 

The game is still at a very early stage in development, but work should 
be complete in the next couple of months ready for release in June. 


But your mother attracts vagrants. 


Snore, Snore, ZZZZZZZZ, ZZZZZZ 


Yours is a vagrant. 


4-3 100 *UU 


Yeh, but squaddies (CAPTION 
WRITER TO MY OFFICE NOW - ED) 


43 10Q 
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Snore, snore. 






















BE BIKERS 

Remember Chuck Rock? No? Well, many moons 
ago, he was one of the Megadrive's biggest 
platforming stars. He then went on to star in his 
own Mega-CD game, and eventually turned his 
hand to go-karting with his mates in a Mega-CD 
racer. Which incidentally, was fairly good, 
although it lacked a decent two-player option. 
Luckily, Core have gone back to the drawing board 
for the forthcoming 32X version, and as a result 
there's many improvements to be found in this 
souped-up version of BC Racers. For a start, 
there's a split-screen two player mode which 
apparently makes "Mario Kart on the Super NES 
look like your Granny on a big wheel trike". I think 
that means that it's faster or something. 

In addition, there's loads more graphical detail 
than in the Mega-CD version, and hundreds more 
on screen colours too. Of course, all the characters 
from the original adventure appear once again, as 
do the eight racing tracks. So it looks like all those 
32X cynics are going to have to start eating their 
words - developers ARE interested in the 32X. And 
what's more, they're actually developing some 
good games for it too. Put that it in your pipe and 
smoke it. If you're old enough that is. 


The 32H has been out far a goad feui 
months, but until recently, only Sega had 
released games far it. Plenty of companies are 
developing 32K games though, and almost a 
quarter of year damn the line, uue're finally 
starting to see them. Care Design haue no less 
than three titles on the drawing board, and 
they'll be the first to release an CD format too. 




O to 65 million years in under six 
seconds. Hur hur hur. 


Ohmigod! It's a fire, somebody do something, or it'll be dino-pizza all round! 


The two-player mode in action! 


Well, not really 'in action'. It's paused. 


Koo, it looks cold. Must be the Ice 
Age. So what are those dinosaurs 
doing there? Hey, get lost you lot, 
you're supposed to be dead. 





































THE SCOTTISH OPEI1 
UIRTUM COIF 

Blimey. It doesn't take long for golf to get popular on a new machine does it? This is already the second 
golfing sim we've seen on the 32X and this one cashes in quite nicely on Sega's 'Virtua' line, cunningly 
monikered "Virtual Golf". And where Sega's recent Golf Magazine game offered little more than a 
humble Megadrive version of PGA Golf, Virtua Golf has loads of next generationy-type options. For 
starters, it utilises a real-time 3D environment and you can pan in and zoom around to your heart's 
delight. There's four different courses (all with 1 8 holes), including the world famous course at 
Carnoustie (that's where they hold the Scottish open you know). And as well as all the useful options 
there's all the little extra bits and pieces you'd expect from a 32X game. Like wonderful backgrounds, 
player stats and lots of different pairs of golfing trousers for your virtual player to wear. 
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Bah, I'm gonna get a new doctor. This artificial leg doesn't look real at all. 





I being attacked by... by living stats! Watch out for that green asteroid! 


Ho ho. I'll get Ted with this turd on a stick. 
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Of course, this isn't the game. It's just FMV. At least 
we don't think it's the game. It isn't, is it? 


Boy, these ships sure look good. 


And these robots. 


And just to recap another excellent ship. Well done RoboSquad! H j folksj My name is Bobby! 


the game? "Graah, yes! 


SOUISIRR-H 

Although not as astoundingly brilliant as Battlecorps, 
the Mega-CD version of Soulstar was pretty stunning, 
earning itself a whacking 89% from our good selves a 
couple of months back. And as you've probably 
guessed, it's being converted to the 32X for release in 
April. But, I hear you ask, what does that mean to 
me, gamesbuyer extraordinaire? Well, it means you 
get more game for your fifty odd quid and it's faster 
too. Oh and the graphics are much, much better than 
before. And there's more colours. But the gameplay 
still features the same frenzied blasting that we've 
come to expect from Core shoot 'em ups. 

Which incidentally, is fine by us. 




























BRITAIN'S BUBBLIEST 
AND BEST-SELLING 
SEGA MAGAZINE! 

WITHOUT BEING TOO MODEST, MEAN MACHINES 
SEGA IS THE HOME OF THE EXCLUSIVE. IT'S FIRST 
FOR NEWS, PREVIEWS, REVIEWS AND GOSSIP — 
EVERYTHING THE DISCERNING SEGA OWNER NEEDS, 
IN FACT. GET THE COMPLETE GAMING PICTURE — GET 
MEAN MACHINES SEGA... 

OUT THE 30TH OF EVERY MONTH. 
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111 issue one of SEGA A1AGAZIAE, me uuent a bit loopy auer Eternal Champions - 
the beat 'em op that appeared to have it all. And indeed, it urns a fine game, 
even though in the long run Super Street Fighter II and mortal Kombat II 



Here's the Dark Eternal 
Champion, folding his 
arms in a particularly 
intimidating manner. 
Well, we were scared. 


The dark harbinger of 
EVIL sends out a dozen 
or so of these deadly 
shuriken stars towards 
poor old Shadow. 


Ouch! A particu¬ 
larly painful 
wound in the leg 
is the first hit that 
registers. Ooh. 


▲ I do believe that this is YOU! 


This evil Eternal Champion fel¬ 
low is a bit of a naughty sort, 
isn't he? He holds the key to 
some of the most brutal fatalities 
in the game. These are the 
trademarked full-motion video 
"Cinekills". Beware! 
Super-violence follows... 


Shadow finds herself in 
the chamber of the Dark 
Eternal Champion. If she 
doesn't look too happy 
about it, you're about to 
find out why... 


turned out tn be a lut better. 

Sega of America don't give up easily though, and 
they reckon that they have created the be-all-and- 
end-all of the 1 6-bit beat 'em up genre in the 
form of this sequel. 

And if the truth be told, the actual product could 
well live up to the hugely inflated hype the game 
is currently enjoying Stateside. So what's the deal 
then eh? Why is Eternal Champions CD so great, 
if indeed it is so great? Read on... 

Well, Mortal Kombat II was known for all its secret 
gear and Eternal Champions CD just can't be 
beaten in this particular department. There are 
four new characters to choose from to begin with, 
with an incredible NINE more hidden! What's 
more, there could well be some kind of cheat to 
play as the Eternal Champion and his evil 
counterpart. 

Adding to the already quite considerable 
excitement is the inclusion of SIXTEEN different 
tournaments for multiple players. You and me 
might be quite happy with the bog standard 
Versus mode, but Sega of America have included 
tons of different ways to play the game. Included 
in the tournaments line-up are such provocatively 
named punch-ups as "Death Match", "Russian 
Roulette" and "Survivor". 

Do you think you can detect a pattern forming 
with names like those? Well, in some form or 
another, they all concern DEATH and that's 
something that Eternal Champions CD seems to 
glorify to previously unseen proportions. But more 
on that later. Suffice to say that this game is 
super-violent - hence Sega's decision to include it 
in a new adults-only range of titles. Again, more 
on that later. 

There is absolutely no doubt in our minds that this 
is the best presented, most option-packed combat 
game ever to find its way to a Sega system. But is 
it any good? Well, the answer to that question 
could well be answered in the very next edition of 
SEGA MAGAZINE. It's definitely the most impor¬ 
tant Mega-CD title in quite a long old while, so 
expect some top-notch coverage. 
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Sega are in deep water with Eternal 
Champions CD, what with it being so 
flippin' violent and all. And believe 
us, having seen a half hour tape 
packed with every fatality in this 
game, "flippin' violent" is an 
understatement. 

Of course, Sega would be getting 
into trouble for releasing a game like 
this, were it not for the fact that 
they've just set up a special adults 
only "Deep Water" label, dedicated 
to games that are supposed to be 
sold to a more mature audience (ie 
kids get their parents to buy it). In 
fact, to ram home this adults-only bit, 
there's an intriguing FMV sequence 
at the beginning where a Street 
Fighter Cammy-lookalike (and her 
pal) get savaged by a killer shark. 

You even get to see a severed arm. 
Ooh. 



A nice, leisurely spot of sun- 
soaking in the ocean turns dead¬ 
ly. It all begins innocently 
enough, with a Cammy looka- 
like's arm hanging innocently off 
the side of a dinghy. 


Aghhh! Shark attack! Blood 
everywhere! It's just like Jaws 
isn't it? 



The aftermath consists of this 
limb falling further into the 
ocean depths... 


Cor! All of that's just an intro 
for the new Deep Water brand! 
Think that's violent? You ain't 
seen anything yet. 



Shadow's chest appears 
to be the next target of 
the twisted Champion. 
Blood flies everywhere. 


Shadow could obviously 
do with a bit of a hand in 
this situation, as opposed 
to a throwing star in the 
hand. Ouch. 


A "shuriken's eye view" 
for the coup de grace - a 
throwing star aimed dead 
centre at poor Shadow's 
forehead. 


Well, that's it. She's dead. 
Hope your satisfied now. 




























HOTCH Ol 




-r.-' -rrsf' Zr- £a\ t J.-; . v--~ 

'•wwl 



FATALITIES? PHH! 

Well, Mortal Kombat II might have its fatalities, but Eternal 
Champions doesn't slouch in this department either. And 
forget about "friendships" or "babalities". There's none of 
that here. Only death and more death. 

In fact, there are a whole range of different ways to kill 
your opponent. The most spectacular of all are the Cinekills 
(we've got Shadow's death on the bottom of the previous 
pages). But also worth a look are the Overkills, where 
scenery is used to dispose of your opponent (napalm, elec¬ 
trocution, burning to death in lava - you name it, it's here). 
And if you're not keen on having to wear down your oppo¬ 
nent's energy bar, why not master a Sudden Death move? 
These fatalities kill your foe off in one fell swoop. No argu¬ 
ments. Oh, let's not forget the "normal" kind of murder - 
the Vendetta set of moves. These operate much like MKII 
fatalities - every character has one and they can perform it 
on any opponent on any backdrop. 

Whilst Mortal Kombat's death is meant to be a bit of a 
laugh, the coders of Eternal Champions are deadly serious 
- if you will excuse my small jest. Ahahahahaha! Burning 
flesh, gallons of blood, flesh pulled off by a rabid dog - it's 
all as violent as it's going to get on the Megadrive. 
Honestly, you might think that Mortal Kombat II or Doom 
were all right for kids, but you won't want them to go any¬ 
where near this quite grizzly title. Honestly. 




FuiLonFuu-mimonuiDEO 

Thankfully the FMV isn't just restricted to the over-violent 
Cinekills (which'll take ages to find anyway). The Silicon 
Graphics generated full-screen FMV is put to excellent use on 
the game's superlative intro sequence depicting how each 
champion is plucked from existence just before they die, so 
they can take part in the Eternal Champions tourney... 
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Four new characters are instantly available to select in 
Eternal Champions: Challenge from the Darkness, with 
nine more accessible if you can find them. Here is a sneak 
preview of the initial quartet... 


Dawson is sort of like Maverick. He's a born gambler from 
the nineteenth century who has this uncanny ability to win 
all the time. Not surprisingly, this tends to cause some 
resentment on the part of his opponents - which is where 
Dawson's brilliant fighting skills, modelled on brawling, 
shotokan karate and tai chi, come in handy. 

In terms of combat techniques, Dawson actually spits on his 
opponents(l) and seems able to inflict damage by swinging 
his pony tailfdouble !). Luckily, more substantial special 
moves, involving lethal agility and knives, make him quite a 
deadly fighter. 


Ramses III is a vicious assassin who engineered the murder 
of the previous Pharoah with the intent on taking over the 
country and then... the world! Ahahahahahahahhhaa! 

The mysterious Hung-Har kung fu arts are the tools of 
Ramses' trade, giving him mastery over dark spirits. 

Jackals, thunder lizards, serpents - just about every evil 
spirit is at the command of the evil Ramses. Of course, such 
magical trickery also enables Ramses to call upon the 
power of the sun itself! Also, teleporting is no problem for 
this chap. 


Voodoo may conjure up images of pin-pricked dolls, 
assorted curses, shuriken heads and so forth, but new 
challenger Raven happens to be a mistress of the light 
side, using her powers to heal and rejuvenate the sick. Her 
mystical hour-glass is her best weapon, as it allows her to 
travel forward or backwards in time by ten seconds. 

Using a mixture of tae kwon do and hsing'l kung fu (bless 
you), Raven is a deadly fighter, although it's the power of 
the voodoo forces that enable her to smash her foes with a 
frightening regularity. 


Real name: Sophia deMedici. So why is she called 
Riptide? Is it some kind of secret identity or some¬ 
thing? It's certainly more catchy, there's no denying 
that. Still, this character is a sixteenth century pirate 
maiden, right up there with the likes of Blackbeard. 
Teleports, fog-summonings and blade attacks com¬ 
prise the majority of her special moves. She also has 
the ability to create a tide of water that disorientates 
her opponent. Which is probably why she's called 
Riptide, come to think of it. 










































fls we've probably said 
before, you just can't stop 
Sega with their ID-based 
full-motion uideo based 
activities. Ule'ue thrilled 
to the likes of Double 
Switch, Dight Trap, Tomcat 
Riley and, er, loadstar 
and the FR1U shenanigans 
are set to continue with 
Fahrenheit. 

So, what's the deal then eh? Is Fahrenheit 
just more of the same or has the FMV-based 
genre been pushed to its limits in this new 
title? Good question. Glad you asked 
because, to tell the truth the answer is prob¬ 
ably 'a bit of both 1 . 

The game is based around the life-saving 
activities of a crack group of fire-fighters, 
armed with the very latest in fire-fighting 
technology (ie a torchlight and a hose) and 
it's your job to walk about through houses 
that have been set ablaze. Save the lives of 
any unfortunate occupants and then set 
your mind to putting the fire out. 

The main action is first person perspective, 
with you having to trudge through the fiery 
premises, avoiding hazards and saving lives. 
An on-screen series of arrows tells you 
where you can go. This means that you are 
free to choose your own route through the 
buildings in Fahrenheit - no more of this 
set-course linear gameplay that has marred 
previous FMV outings. 

Technically speaking, the game remains 
similar to previous CD outings, with full¬ 
screen full-motion video as seen in titles like 
Tomcat Alley and Loadstar. Actually, forget 
"similar" - try "identical". Fahrenheit's FMV 
quality is much the same as Tomcat's, 
meaning that FMV quality is unlikely to get 
much better on the bog standard Mega-CD. 
It's a good thing that Fahrenheit is also due 
for release on 32X CD. We played the game 
at the CES show and can report that it's 
identical in terms of gameplay to what 
you've seen and read about here, but with 
FMV quality that is far superior (but still not 
quite up to that elusive VHS standard). 
Fahrenheit should be released on both for¬ 
mats in May this year. 





Hiya buddy, whaddya say we mount up on the ole engine here an 7 go kick 
some red-hot fire butt, yessiree! 



























▲ Holy 
Tarnation's 
Mother! This 
place is on fire! 
Quick boys! 
Let's get the 
hell outta here! 



A I named the ole girl Lucky Thirteen, yes I did. After the day we wuz 
racin' to that fire in Hammonstown an' we knocked grandpappy 
over. He musta shot more 'n twenty foot up in the air. 



▲ Boss, boss, can yuh hear me boss? Tarnation, he's gone an' got 
himself a-roasted worse than a roast potato thats bin left in the 
goddamn roastin tray 'n left a-roastin away for more days that I 
care to mention. Yes sir! Uhuh, uhuh. 




Should have installed a smoke 
detector. 


I only bought that last weekend, 


There goes my brand new 
foodmixer. 


Goddamn hot in here. Better 
take all mah clothes off. 

































'Ow about a snog? 
C'mon luv! Underlay!' 


What's Speedy 
so pleased about 
here? Answers to 
the usual 
address, readers! 


Speedy 

Gonzales - a hell 
of a mouse in 
anybody's book. 
We love him 
more than any 
plague-ridden 
rat, that's no lie. 
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▲ Hey kids! Recognise this scene from the cartoons? What? You've 
never seen the cartoons? What do you mean, 'One of Warner 
Brothers' weaker characters'? You just don't appreciate comedy. 


the world of megadrive platform games. 


▲ Mash those scorps. Speedy! What are you? Man or mouse? Oh. 


▲ What's that Speedy? A spring? Well, you'd better bounce it, son. 


Yes, unsurprising as it may seem, the French coders of Speedy 
Gonzales have once again opted for that oh-so-familiar side- 
on running-and-jumping platform game scenario. Even less 
surprising is the news that you take control of Senor Speedy, 
with the express purpose of bringing down his conniving car¬ 
toon cat colleague, Sylvester. But the Astonishment Meter 
plunges to an all-time low at the revelation that Sylvester has 
kidnapped Speedy's senorita, as well as a whole bunch of his 
mouse-mates, to bait his fiendish Speedy trap. Which leads us 
to wonder why, if he's so keen to have Mouse on the menu, 
why doesn't he simply scoff the ones he's got rather than 
going to all this trouble to get old Speedy? Cat logic, eh? 

But I digress. Now that your excitement is at fever pitch you're 
probably wondering what you actually do in the game. Well 
m'loves, it's pretty similar in execution to Road Runner. Just 
find the exit on each level as well as rescuing any mice that 
Sylvester has imprisoned along the way. The high points are 
the plethora of power-ups and the special speed button for 
Speedy to use, which enables him to 'speed 1 along. Perfect for 
dodging enemies like the 'dethpicable' Sylvester. 

Well, all of this sounds really exciting doesn't it eh? Will 
Speedy Gonzales reverse the trend of lacking platforming car¬ 
toon conversions (like all the games mentioned at the top of 
the page - oh, and Sylvester and Tweety too) or will it usher in 
a whole new era of gaming excellence? Who knows? Well, 
actually we've got a pretty good idea, but we aren't telling - 
wait for the review in a forthcoming SEGA MAGAZINE. 
Ahahahahahahahaa! 

- ill 


SPEEDY COnzniES 

The sudden rush of megadrive cartoon translations continues with the arrival 
of Speedy Gonzales. Following in the make of Road Runner, Daffy Duck and Pink 
Panther, loony Toons' turbo-charged rodent is gearing up for his first foray into 







































EXPOSED! 


The definitive Official Mortal Kombat 2 Player's 
Guide: 156 pages covering Mega Drive, SIMES, 
Game Gear, and Game Boy formats. 


To get your copy of Mortal Kombat 2 Official Players Guide fill in the form and send 
with payment to Mortal Kombat 2 Reader Offer, Tower Publishing, Tower House, 
Sovereign Park, Lathkill Street, Market Harbour, Leicester LEI6 9EF 


MAGAZINE 

SPECIAL 

READER 

OFFER! 


- Get the Official Mortal Kombat 2 Players Guide 
and never be beaten again! 


For a meagre £4.00 (inc PfvP), you can gain pos¬ 
session of this hand-crafted tome, carved from 
solid paper, colourised by the purest mountain 
ink, revealing to YOU the ancient fighting 
secrets of Mortal Kombat II! 
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Look at that big girl's blouse posing like 
a daft lass with his silky shorts on. 


Look at 'em. "Patty-cake, patty- 
cake, baker's man... La-de-dah." 


Or boxing. Aye. 
That'd do 'em good. 


megadrive monitors around the 
country are aliue with the sights 
and sounds of HBA Jam: 
Tournament Edition. And why 
not? After all, it's a great game 
with some super-smooth action, 
fab graphics and sound with 
excellent gameplay. However, 
Acclaim aren't the only ones with 
an ABA licence of some descrip¬ 
tion... Sega have got one too. 

Although it's based around basketball, has NBA in the 
title and indeed features the art of "dunking" and "jam¬ 
ming", Sega's NBA Action couldn't really be more differ¬ 
ent from the Acclaim title. Sega's game is vertically 
scrolling rather than being sideways-based and isn't just 
a two-on-two based title. This is a true basketball simula¬ 
tion, with entire teams being represented, which makes 
for a totally different game experience. 

And being more of a simulation, there are no flashy 
pyrotechnic displays as in the Jam series of games, 
although Action's players aren't worried about perform¬ 
ing some seemingly miraculous "dunks" and spectacular 
three-pointers. Although it's an arcade game in execu¬ 
tion, all the rules of basketball have been incorporated, 
so there's plenty of scope for fouls, five second penalties 
and indeed those useful free shots at the hoop. 

The game weighs in at an impressive 1 6-megs, and 
there's one of those useful lithium battery back-up 
devices in each cart, allowing you to save off your 
progress in the myriad leagues, tournaments and what- 
have-you... 

So... is NBA Action a worthy contender for NBA Jam's 
currently undisputed crown - or is it a shallow, shambling 
mockery of a debacle? We'll be letting you know the 
answer to that particularly query in our very next issue. 


Look at 'em run! That big lad's put the wind right up 'em! 


▲ What are these lads doing poncing around indoors, eh? They want to 
be out playing football. A man's game is football. Aye. For real men. 


























































© official licensed product of 
the Atlanta committee for the 
Olympic Games, inc. 



Izzy is one of those kids uiho thinks he 
could he a huge star. Could he of course, if it 
wasn't for his huge feet, skinny arms and 
erm, unusual exterior. But that's not going 
to stop him from from trying - in fact Izzy 
wants to make it to the 199G Olympics. Oh 
dear. He'll certainly haue his work cut out 
won't he. 


Of course, this bizarre idea for a 
platform game wasn't all the 
brainchild of one of US Gold's 
beardy-weirdy programmers. None 
of it, in fact. It was born off the back of 
US gold's last big licence, the 1994 
Winter Olympics. Obviously realising 
that official icons and suchlike 
naturally mean big bucks, the team 
have decided to create their own 
unofficial mascot for the next Olympics. They've 
even sponsored a cartoon series starring Izzy, 
and its being created by the same team that 
were responsible for The Simpsons. 

And the game? Well, there's not a huge amount 
to see at the moment, but the main gameplay is 
your standard platform stuff, with Izzy battling 
through the levels to obtain the five Olympic 
rings. That's the only way he'll get to enter the 
real Olympics in 1996 you see. Logical really, 
isn't it? Anyway, the game's released in May, so 
you can be sure to see more coverage of the 
game in next month's SEGA MAG. 

-m 
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▲ It's somewhere in Corfu, apparently. 
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DEAR SEGA MAG, 




Hey hey, houi's the hammer 
hanging, burning game freak 
daddies? UJe're not so bad, 
thanks for asking, extept it's 
getting all sunny out noui 
and uie don't uiant to haue 
to sit in the office all day 
watching it get dark ten 
minutes before we get to go 
home. But you don't care 
about that. Vou lot don't care 
about anything really, da 
you? Otherwise we would 
haue had some letters 
about it 

Rnyway, if yau'ue got 
anything to say, be it about 
the weather, your sad mate 
or euen Sega games, you can 
write to us at 360 DECREE 24 
HOURS 0 DRV SEGA REOIITV 
LETTERS, SEGA mRGRZinE, 
PRIORV COURT, 30-32 
FRRRinGDOn LORE, LORDOR, 
EC1R3RU. 24-7,7-11, there 
better be Sega when I get to 
heauen let's ROCK! 


I'm board board board as a plank of 
wood so send me a copy of Earthworm 
Jim for the Sega Megadrive right now or 
I chan you to a chare and youll have to 
wach the Super Mario film then youll 
have to hear me sing and if that dosent 
work then I will glue your ass to some 
dynamite and rip your head of and play 
football and baseball with your head 
then I will make shore that you cant 
play vido gams for 1 year but I for got 
you wont have a body left so ha ha ha 
ha haaa 

PS I mean all these things so if you 
don't send me a copy of Earthworm 
Jim boooooom ha ha ha 
Luke Belcher, Newbury, Berks 

SM: Or you could just write to us again until we all die 
of frustration-induced coronaries triggered by your 
absolute disregard for language. Stop bothering us 
and try going to school, urchin. 


in the terminal) so I will swap 
it for Aladdin. Well that's it from me keep up the good 
work. 

Asher Forrester, Wood Green, London 

SM: So what's a party exchange? Do you bribe potential 
hosts with old Nintendo consoles? Or is a sort of pan- 
cultural cheese 'n' wine do in which you introduce 
consoles made by different companies? 


DEAR SEGA MAG 

I have recently bought Sparkster for the Megadrive. I 
think it is good and better than the Lion King. Do you 
think the Saturn is better than Ultra 64? Is there a 
game on the PlayStation that copies Virtua Fighter? 
Most of my mates used to have SNES's, but they're 
doing party exchanges for Megadrives. That's good but 
they're being cheated. I'm not a SNES fan but my mate 
Shawn had a SNES with Mortal Kombat 2 but got a 
Megadrive with SOR3 (which he lost in the street!). I 
also have Flashback which is very good but every time 
I get to Washington I can't get past the Meltdown mis¬ 
sion (he won't put the terminal 
card 


SEGA MAG, 

Wonderful magazine bla-bla-bla, best ever, bla-bla-bla, 
every issue, bla-bla-bla more mindless praise etc (sorry, 

I'll get on with it. I didn't mean to dribble on your boots). 

I am the proud owner of a Megadrive and four Sonic 

carts, and they are all good 
games. However, when Sonic 
2 was first released, all the 
magazines (at least all the 
ones I read) said it was 
difficult and would last much 
longer than the first Sonic 
game. Having purchased 
this game I fast discovered 
that Sonic 2 was in fact a bit 
lacking in the "Wow, this is 
a bit tricky, isn't it?" depart¬ 
ment and was rather closer 


the welsh 
dragon 
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still much debate as men tj 0 ns of thei me nT ana was ramer closer 
0ne . of . ^ab^utdOO A.D.whenitwasl to fhe | wou |d appear 

U^ed mih W.l«» in to have completed the 

Nennius. Refcr *^elsh medieval poetry 
where "the creature w» 9 n«d to .ymboh.. 

tolTt -as added to the Arm* of 


game with seven emeralds 
in just under two days" 
zone of lastability. 

Later, when Sonic 3 was 
hailed as another pretty 
neat game actually, I 
thought to myself, hello. 


On 1 ith being made the! |/ ye go f fifty quid floating 
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Welsh National flag. 










SM: The trouble with technology is that it dates 
rather rapidly. For instance. Atari VCS consoles were 
over a hundred quid when they were launched, and 
you can pick them up for 20p at car boot sales these 
days. Sadly, whilst the Megadrive is a fine machine 
it's not exactly a standard bearer anymore, and thus 
prices have bottomed out somewhat. Why don't you 
just buy a 32X and save yourself the trouble? It's not 
like the Neptune is any better, really. And anyway, it 
doesn't have a CD drive, so you've not done too 
badly, all things considered. 


U1E LIKE mmiUORTH 

Dear Sega Magazine, 

I am a Megadrive owner and thrive on strategy and dri¬ 
ving games BUT I've got a problem. I've got enough 
money to buy a decent game but I've been browsing 
around the shops and they all look crap (apart from 
some platformers). I've already got Virtua Racing, but 
last issue I noticed you previewed Theme Park. It looked 
ace, so do you think I should wait for Theme Park to be 
released or wait for something else decent to be 
released? 

PS Ace mag. Keep it up. Don't stop. Ever. 

Neil Wilkinson, Tamworth, Staffs. 

SM: Well, you could wait for Theme Park, or alternatively 
you could wait for something else. Either way, I'd wait. By 
the way, nice place Tamworth. We went snow boarding 
there. It was great. Our taxi driver was a bit of an arse 
though. 


discovered it was easy. Again. 

Then Sonic & Knuckles. I was a little peed 
off with Sonic by then , but I thought that 
if it was an add-on as well it might be 
worth buying to extend my other games. 

So I did. And at last, I found a Sonic 
game worth more than half an hour of 
semi-bored returns to long fully-explored 
levels. Sonic 3 and Knuckles has attained 
the rating Quite Good actually. 

Furthermore it occurs to me that Sega 
could carry on this run of success by fur 
ther extensions of already existing 
games by this invention of new charac¬ 
ters like, for instance, YellowBeak, the 
obscure form of pink and black 
Portuguese parrot. Sonic and 
YellowBeak could plug into existing 
carts, including Sonic and Knuckles, to 
allow YellowBeak to play on Sonic 2, 

Sonic 3 and Sonic and Knuckles lev¬ 
els, and explore new and exciting 
parts of old levels and the slightly 
derivative six or seven new Sonic and 
YellowBeak zones. Is this what those 
ingenious boffins up at Sega have in 
mind, or have I waffled on for two years writing this 
drivel? Or am I a sad, lonely individual just crying out for atten¬ 
tion? Please notice me...please... 

Depressed, Griffydam, Leics 

SM: Never mind, Depressed. Just end it all now. You'll feel much 
better afterwards. 

IT SHOULD [OSimORE 

DEAR SEGA MAGAZINE, 

I got off the school bus as usual and went to the newsagents and 
bought your (ace!) mag. I walked home and started to read it. 

Then I saw the bit about the Neptune. I read it and to my 
horror it said it costs less than 


£200. I went mad! I just can't believe that 
it costs less than £200. I mean, I bought a Mega-CD for more 
than £400 (with the Megadrive) and now Sega are bringing out 
a new system that has a Megadrive, Mega CD and 32X for less 
than £200. I feel really angry. I wouldn't mind if the Neptune 
cost about £300, but £200 is really out of order! Do Sega think 
everyone's made of money? Now I'm thinking of selling my 
Mega-CD so I can buy a Neptune. But now there's probably no- 
one that wants to buy a Mega-CD because of the Saturn coming 
out later this year with the Neptune. Even if someone out there 
wanted to buy my Mega CD I would probably only get £100 for 
it. Do you think it's worth selling my Mega-CD so I can buy a 
Neptune? Please help me. 

PS I'm a pervy get, so what's that cheat for Chun Li, Mr Graham 
Coate? 








mnvBE vou're ivmG 

DEAR SM!?! (KINKY MEISTERS) 

Happy rather belated New Year. Anyway, getting to the point. EA, 
what the hell do they think they are playing at? Bringing out 
sequel after sequel after sequel. Now correct me if I'm wrong here 
but aren't EA supposed to be one of the biggest and most sought- 
after companies in the business? Well with a reputation like that 
you think they would design their games from scratch. OK, so they 
have done with the likes of Haunting, Shaq Fu and Battle 
Squadron but for games like the PGA titles, NHLPA, Road Rash, 
countless American football and basketball titles, it's all getting a 
bit tedious. So come on EA get your act together and start pro¬ 
gramming some new titles not just sequels with a few more digi¬ 
tised character portraits, that is of course if you want to keep your 
top quality reputation. 

One more thing, you know you say that you're the first for Saturn 
new and previews, well I've got news for you. A lesser magazine 
(usually associated with people who dribble and eat Ready Brek) 
have already reviewed two Saturn games. Now before I condemn 
you I'm not sure if it was the official version or not (which it proba¬ 
bly wasn't) but if you're going to claim things like this, please be 
sure to do some research into what other magazines have done. 
Sorry to have to say that but keep up the good work, 

I J Senior, Huyton, Merseyside 

SM: Well I, you've got a couple of points there, but you're forget¬ 
ting, in your critique of EA, the first rule of business - stick with 
what you know. For instance. Road Rash 3 might be almost exactly 
the same as all the other versions of Road Rash, but it's pretty 
good. And now look at Shaq Fu, a new departure for the Artsters, 
which happens to be crap. Roll on Madden '96, that's what I say. 
As for our Saturn coverage, we've pledged not to actually review 
anything until it actually hits our shelves, so we don't clog up 
pages we could use constructively otherwise on dire import Mah 
Jong games. But who else has shown you pics of Panzer Dragoon, 
eh? Answer me that one. 


SM: We think the word you're striving for is 
"realism". Yes, Red Zone does take some 
getting into, but the complex chopper con¬ 
trols are part of the challenge (something 
Urban Strike is sorely lacking). We stand by 
our rating, especially since we've played both games more than 
you. So there. Anyway, on a lighter note - we use Megadrive Is to 
run most of our software and we had no problem with Micro 
Machines 2. So sadly it looks like your machine might be knack¬ 
ered. Sorry. 


IT'S BROKER. 


DEAR SM, 

I have a problem. When I borrowed Micro Machines 2 off my 
friend, the game's music kept on going funny and the game 
crashed a few times when we played it. This also happened when 
we used his 32X. Also my cousin rented Micro Machines 2 and the 
same thing happened to him. We both have Megadrive Is that 
were bought when they first came out. Is the problem with the 
Megadrives being faulty or are the games too fast for the con¬ 
soles? 

In issue 11 you reviewed Mega Bomberman, which encouraged 
me to buy it. But the screenshots in the mag did not match up with 
my game. The battle zone in the Arctic in the mag has four igloos, 
whereas in my copy of the game there is only one. Why is this? 

I am a keen collector of your magazine (I even have the Sega 
Directory 1994!) so naturally I read your mag back to front. I was 
scanning through issue 14, In the letters section, one Unfunny 


Pseudonym from London commented on your 
under-rating of Urban Strike, which you dis¬ 
missed, saying he hadn't played them. I bought 
Urban Strike in October, completed it and 
enjoyed playing it. A week ago I went down to 
my local Games Zone and played Red Zone. 

The on foot missions may be excellent but 
what's the point of having them when the heli¬ 
copter level is so damned complicated that it's 
impossible to get any further. The map is 
incomprehensible, the chopper starts rotating 
if you leave it stationary for a moment and the 
gunner starts firing off target after a few sec¬ 
onds of firing. Please give some explanation 
why you gave either game a faulty rating., 
Richard Hesketh, Guildford, Surrey 


in) 
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I suppose all 
you sad saps are still 
waiting by the letter- 
boH in the hopethut 
you'll receiue a 
Valentines card. Well, 
let me tell you some¬ 
thing. it mm Gonnn 

HRPPEH. flsklom 
Guise. He knows all 
abeut it. Of course, the 
rest of us at SEGA 
mnGnzmE couldn't 
actually make it in to 
work an the day, 
because our halls were 
sofullofcardswe 
couldn't get the front 
door open. It was noth¬ 
ing to do with the free 
Snowboarding day 
that Sega arranged for 
us or anything. Hot at 
all. 

Anyway, you're proba¬ 
bly feeling really down 
at the moment, you 
know, with no one lou- 
ing you and that But if 
you want someone to 
talk to, write in to us 
at: OH IUVVV, IT'LL BE 
ALRIGHT, Q&A, SEGA 
AIAGAZIAE, PRIORV 
COURT, 30-32 FARRinG- 
oon innE, tonoon 
EC1R 3AU.Vou can even 
drop us a line uia the 
internet thingy if you 
want. The number's at 
the front of the mag. 


Fighter will probably be packaged with the UK Saturn. 


VE5, HERE'S HOPme 

DEAR Q&A, 

I was really pleased to receive a free tips bible with the January 
issue of Sega Magazine, as we have loads of older games that 
we're stuck on. Will there ever be another one? Anyway, we've 
now managed to get off the first level of Bart Vs the Space 
Mutants although we've not done too well on Super Fantasy 
Zone. Here's hoping. 

S ARCHER, LINCS 


SM: Seeing as we put all the tips we ever had EVER into the 
book, I doubt whether you'll be seeing another one for a while. 
But still, it's good to hear that it helped someone. If only the 
other stuck 2,000 readers could work the cheats out for them¬ 
selves too, we might be able to get some work done around 
here. 


I GET WEIRD mUSIC 

DEAR SEGA MAG, 

After Christmas, I bought a 32X and a copy of Doom. I 
played it for ages, and after a while I managed to reach 
level 15. But after that, I didn't get to play level 1 6 - instead 
I got some weird music and the credits. Then the Doom C 
drive was displayed on screen. I still haven't been able to 
get past this, and I was hoping that you would be able to 
help me. 

JOHN BURKE, IRELAND 


SM: There's nothing wrong with your game or your 32X. No 
sir, the truth is that you are a sad man using the level select 
which automatically denies you access to levels 1 6 and 1 7! 
We said all this in the review and showcase a couple of 
issues back - it's not as if it's a big secret or anything. Start 
from level one and you'll be fine. 


IUIU IT BE III THE JUHGIE? 

DEAR SEGA MAGAZINE, 

I don't mean to suck up, but your magazine really is in a class of 
its own. Anyway, on with the questions. 

1 Will Midnight Raiders be a first person perspective shoot 'em 
up set in the jungle? On page 10 in issue 13, it shows an unti¬ 
tled screenshot on the bottom left of the page. Is that it? If so, 
how much will it be and when is it released, because it looks 
pretty cool. 2 In issue 12 (Q&A) I think that Tony Chown had a 
point. A cricket game would be brilliant! Don't get me wrong - 
I'm into football in a big way and I support Arsenal, but it would 
be good to have a more original game on console. It would be 
even better if there was a four player option. Thanks for listen¬ 


ing. 

W McCLINTOELE, 


CO LONDONDERRY 


WHICH 15 BEST (HGHIH) 

DEAR SEGA MAG, 

Will Virtua Fighter ever appear on the 32X? 2 Which is the 
best buy; Ultra 64, Sony Playstation or Sega Saturn? 3 
Which is cheapest? 4 Will Sega ditch the 32X when the 
Saturn is released? Will Mortal Kombat III be released on 
32X? 

ANDREW KENNEDY, CO. ROSCOMMON, EIRE 


SM: 1 . Yes, it's sort of a first person perspective thing, but it's 
not just in the jungle. 2 It looks like your luck's in, because 
Codemasters have just announced that they're developing a 
cricket game solely for release in the UK and Australia. As with 
most Codies games, it will utilise the J Cart (so you get a four 
player option) and it will be endorsed by a huge UK cricketing 
superstar too. If there's any left, that is. 


SM: Yup, you should be playing Virtua Fighter on your 32X 
by the end of this year. 2 Well, obviously, we're going to say 
the Saturn, but seeing as none of the machines are avail¬ 
able officially until at least September of this year, it's prob¬ 
ably best to wait until you can actually try them out for your¬ 
self. 3 Again, because the machines aren't officially 
released, there's no fixed price points for any of the 
machines. 4 Definitely not. Sega will continue to support the 
32X after the Saturn has been released, in fact if anything, 
it's the 32X that will see the most releases. 5 If it's released 
on console, you can guarantee that it will appear on the 
32X. 


iooh, it worn be nnv 


UH-OH. S0UDD5 LIRE IT'S BROKER.. 

DEAR SEGA MAGAZINE, 

I have a few questions for you. Please answer them. 

1 Will there be a Gunstar Heroes 2? 2 Will Sega Rally 
Championship be released on the Saturn? 3 I'm a big fan of 
Daytona USA.Will it be enhanced for home release (like VR 
Deluxe)? And will Saturn Virtua Racing be further enhanced 
than the 32X version? 4 Will Sega release the Saturn any earli¬ 
er? After all, it is getting brilliant press reports and all the multi 
format mags seem to love it. 5 I have a problem with my 
Megadrive. Everything worked fine until I borrowed a copy of 
NHLPA '93. During play the colour goes black and white and 
flickers every now and then. Then I found out that it happens on 
other cartridges too. I was wondering if there's anywhere I can 
send off to get it fixed? 

Finally, I've found out that you can get a mirror mode on the 
32X version of Virtua Racing. To enact it, you have to finish all 

the races in first place. 


GOOD 

DEAR SEGA MAG, 

1 Will The Need For Speed be 
released on Saturn? 2 When will 
Sega World Rally Championship 
1 995 reach UK arcades? 3 Why 
haven't there been any new screen- 
shots for Virtua Racing on the 
Saturn? 4 When the Saturn is 
released, will Daytona be packaged 
with it? 

THE POO POO MAN 


then go back to the 
options screen and you'll 
find an extra option allow¬ 
ing you to play the mirror 
mode. 

NEIL SAYERS, N IRELAND 


SM: 1 There's been no mention of it 
from official Sega-types, so it's not 

very likely. 2 Later this year. 3 Because a) It's not even 30% 
complete yet, b) The developers don't want any more shots 
appearing in the press until nearer the release date. Having 
said that we printed some last month, although Time 
Warner tell us that it's come on leaps and bounds since then 
and we shouldn't really have printed those shots.. 5 Virtua 


▲ Sega Rally, like Daytona on mud, apparently. 


SM: 1 Not as such, 
although the forthcoming 
Alien Soldier is based 
around the same game 
engine that Treasure used 
in Gunstar Heroes. 2 Don't 
know yet. 3 Don't know, 
but if it does, it's unlikely 
that it will be enhanced. It might be the same. 4 Virtua Racing 
on the Megadrive isn't better than the arcade version - far from 
it. All the graphics and gameplay are simplified for consoles, 
although the 32X version and the impending Saturn version will 
be more detailed than the 16-bit title. Sega aren't actually 
developing the title for the Saturn, so it's difficult to say how 














} 




good the game will be, 
especially since it's still in 
the early stages of develop¬ 
ment. 4 You never know - 
Sega might give in to public 
demand if you lot deluge 
them with enough letters. 5 
Oh dear. It seems as 
though your Megadrive is 
bust. Call Sega's Consumer 
services Department on 
(071)373-3000, and they 
should be able to sort you 
out with a reliable electron¬ 
ics genius. However, Rich 
used to have similar trou¬ 
bles with just that game on 
his wizened old import 
Megadrive. If you've got an 
import, there's nothing you 
can do about it. Still, that'll 
learn you, won't it? 
•••••••••••••• 

mOTRBOUTTHE 


▲ Bash, bosh, bish, oi, cer-unch! 


▲ Thwakooooooom! 


REM EBB IIW? 

DEAR SEGA MAGAZINE, 

HELP! As you are the top gaming mag around, I 
was hoping you could help me. 

On Virtua Racing, how on earth do you get the ulti¬ 
mate ending AFTER winning a race on the hard set¬ 
ting? All I get is a normal replay followed by the 
rotating car. 

MATTHEW SWINDLEHURST, LANCASHIRE 

SM: To get the ultimate ending, you'll have to 
come first in all the tracks on hard setting AND 
complete the rest of the courses in mirror mode. 
With any luck you"ll get the proper ending after 
that. 


be, and you could run into 
all sorts of problems as far 
as software compatibility 
goes. You best bet is to wait 
a few more months until you 
can buy the UK machine. 3 
Virtua Fighter will be pack¬ 
aged with the Saturn when 
it's released in the UK. 

Well, that's our guess any 
way - I don't think too many 
people would be too chuffed 
if they got Gale Racer with it. 

navronaon the 
IREGH-ID? HRRR1- 


mmPH 

DEAR SEGA MAG, 

I buy your magazine every 
month, and can't wait until 
each new issue is out, so 
please please answer my 
questions. 

1 Will Virtua Fighter be 
released on the 32X, and if 
so, how much will it cost? 2 Will Virtua Fighter 2 
be released on the 32X? 3 Will Daytona or Virtua 
Fighter ever be released on the Mega-CD? 4 How 
long do you think it will before the Saturn will be 
outdated by another machine? 

PETER FROM WALES 

SM: 1 Yup, as mentioned previously, this will be 
out before the end of the year. We don't know 
how much it will cost yet although somewhere 
around the £60 area would be a pretty educated 
guess. 2 I doubt it very much. 3 Is that a joke? 4 
Ooh, not for ages and ages. 


thev're narnm it up 

DEAR SEGA MAGAZINE, 

Could you please answer the following questions. 

1 I am thinking of buying a 32X but an unsure of a 
few things. Will the Saturn play 32X games? 2 Will 
the Saturn play Megadrive games? 3 Will any 32X 
games be converted to the Saturn? 4 Sega say that 
there will be over 100 32X titles released by the 
end of the year. How can this be when they only 
release two or three titles a month? 

H McTAMISH, AUCHENDINIE 


mar5 chebpest? 

DEAR Q&A, 

1 When will you be able to print the updated 
Saturn specifications? 2 Will the Saturn version of 
Virtua Racing be a "deluxe" version? 3 As JVC, 
Hitachi and Sega are all making their own versions 
of the Saturn, which will be the cheapest? 4 Will 
Virtua Fighter 2 ever make it to the Saturn? 5 With 
Daytona USA being released for the 32X, how will 
it compare to the Saturn version? 

SAMIR ELAHCENE, NORWICH 


SM: 1 No, well not at the moment anyway.2 
Definitely not. 3 Virtua Racing will appear on the 
Saturn, and so will Virtua Fighter, but it's unlikely 
that any of the other 32X titles will. 4 Sega have 
confirmed that they will be releasing around 40 
32X titles this year, and although they're only 
releasing a couple every month at the moment, 
expect to see a glut of releases in the later half of 
this year. The third party companies like Acclaim 
will hopefully get their skates on. 

mars uiith the samn? 

DEAR Q&A, 

Please answer my questions: 

1 Will FIFA Soccer be 
released on the Saturn? 2 Is 
it worth buying a Saturn on 
import? 3 Which game will 
be bundled with the Saturn 
when it gets a UK release? 

RYAN OVEIDA, ESSEX 


SM: 1 Erm, the Saturn's already released in Japan, 
so there's no updated specifications as such. 2 
Well, it will be better than the 32X version with ten 
tracks and five different cars. That's the plan any 
way. 3 They will all cost the same amount. 4 Quite 
possibly. 5 Oh dear, you've been readinig one of 
the sad Sega-related pamphlets purporting to be 
our competitors. There are no plans for 32X 
Daytona at present. The shots you've probably 
seen were of a 10% complete Saturn version. And 
speaking of mis-information, Virtua Fighter 2 
hasn't been completed for the Saturn (work has 
just begun), but Yu Suzuki's AM2 team are work¬ 
ing on arcade Virtua 3. 

V0, WORD *UP, * * 
ETC 

YO SEGA MAG, 

Chill Homeboys, how's it 
groovin'? (What???) 

Enough of this chit-chat, 
answer my questions or I 
might just glock the ham- 
mer.l When will I be able 
to buy a UK Saturn? 2 
When is Metal Head out 
on the 32X? 3 Please put 
these games in order from 


SM: 1 It's quite likely that EA 
will decide to develop FIFA 
for the Saturn, although they 
certainly haven't confirmed 
anything yet. 2 No. They're 
about £200 more expensive 
than the official machine will 



A Metal Head eyes up a new motor. 


RELEASE SCHEDULE 


mnRCH 

mEGRDRIUE 

IREGR-CD 

RSTEBIK: THE P0UJER OF 
THE GODS 

ECC02 


GRIHEGERR 

H-mEH 2 

BOOKERS 

R0RDRU00ER 
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STRIKER 

sonic DRIFT RHCinG 

32K 

R1ETRL HERD 

FRED COUPLE'S GOLF 


APRIL 

mEGRDRIUE 
SRIHURHISHODOlUn 
SPEEDV G0RZRLES 

01RSTER SVSTEm 

01EGR-CD 

SPEEDV G00ZRLES 

ETERRRL CHRItlPIOIlS 
POUJER RRRGERS 

GR01E GEAR 

SHIRIRG FORCE 

SPEEDV G00ZRLES 

best to worst: Cool Spot, Earthworm Jim, Pete 
Sampras Tennis, Micro Machines 2, Psycho 

Pinball. PLEASE answer my questions as a £2,000 
cheque will be posted to you if 1 win the lottery. 

ANDREW TREEN, IN A 
WHERE OFF THE Ml. 

PLASTIC BAG SOME- 

SM: in September. 2 It's out in March. 3 Micro 
Machines 2, Earthworm Jim, Psycho Pinball, Pete 
Sampras Tennis, Cool Spot. 


in hi it Tome um a aunt? 

DEAR SEGA MAG, 

Could you please answer my important questions 
as I am dying to know the answers. 1 Are Sega 
planning to release a special 32X pack complete 
with a game? Me and my friends think it would do 
really well. 2 Do you think it is worth buying Rock 
n' Roll Racing on the Megadrive? If it is, could you 
send me a copy because you probably get it for 
free. 3 What machine can handle the most poly¬ 
gons: the Saturn, the Playstation or the Ultra 64? 
MATTHEW LINDLEY, EAST SUSSEX 

PS: If you have any odd Sega stuff lying around 
the office, please send to to the address in the top 
corner. 

SM: Possibly. It would definitely entice more peo¬ 
ple into buying the add-on, but Sega haven't 
revealed their 1995 marketing plans for the 32X 
yet. But with the 32X/Megadrive combo on sale in 
the later half of this year, they'd be stupid not to 
really. 2 No. And no you can't have a copy either. 
3 That would all depend on how clever the pro¬ 
grammers were at coding as Saturn doesn't have 
hardware polygons like those other machines do, 
so coders would have to come up with their own 
routines to draw 'em. 

PS: What do you think we are? Some kind of 
charity for whining idiots? 


Oh. Is that it? Does that mean I can go now? 
Brilliant! Er, I mean, keep those problems 
rolling in and we'll be back next month for 
more Q&a japery. Bye! 



































Everyone's heard of the X-men. Their popularity is 
currently at its highest peak with an excellent animated 
series on the TV every Saturday and nine regular comic titles 
an the shelves every month (and that's not including the 
mini-series). The X-men are the lynchpin of marvel's 
corporate image and Sega are hoping that some of this 
super-powered X-credibility rubs off on them with their 
latest comics related release: X-men 2, the Clone Wars. 

When you think about it, comic characters are excellent fodder 
for translation into videogames, what with the bizarre range of 
incredible super-powers and incredible feats of "derring-do". 

And controlling an adamantium-clawed psychotic sure has more 
credibility to it than moving an earthworm or blue hedgehog 
about, come to think of it. 

What's more, games designers don't have to 
put much originality into the game either. 

After all, the heroes, villains, backdrops 
and plots have already been created by 
some of the most imaginative guys in the 
comics business, so all the coders really 
have to do is come up with an original 
game concept... which is a shame really 
because that's exactly what the people 
behind this game haven't done. No sir, X- 
Men 2 is a very unoriginal platform game. 

However, what they have done is to bring a 
fair old few X-Men over to the Megadrive and 
convert just about all their powers over as well, 

which is always a good idea. And the game's pretty playable too, so it's not 
all bad news. Far from it. 



▲ Wolverine is best suited to beating some sense into Magneto. 


lUHBT'SGOmOIK 


Any X-Men fan will know that the plots of the comics often stretch the will¬ 
ing suspension of disbelief to its very limits, so it's a shame that the game's 
plot is surprisingly mundane. Apparently these Phalanx alien beings have 
started infesting earth again, cloning tons of the X-Men's foes in an attempt 



cn 



▲ Bang. 


▲ A nice picture of Cyclops. 


All artwork and characters © Marvel Entertainment Group 1995 
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H-PRESS V0UR5EIF 

Seven X-Men in total are at your disposal in this videogame - here they are, 
along with what they do and how best to use their special mutant superpowers. 



cmops 

One of the original X-Men, and possessed 
of a high energy optic blast that can punch 
holes through tank armour... in the 
comics. He^s still got his beam in the 
game, but you need to power it up before 
it does any real damage. To compensate, 
he's developed a few martial arts skills. 
The fact that you can use the optic blasts 
from afar makes Cyclops a good character 
to use. 

BER5T 

This blue furry mutant is actually a gifted 
bio-chemist, although it's his remarkable 
agility and incredible strength that come in 
handy during the course of the game. 
Using his feet he's able to cling onto walls, 
sort of like Spider-Man really. 



camar 

The mysterious Cajun loner from the X- 
Men still possesses his athletic abilities and 
high-energy playing card throwing powers. 
He's also equipped with a large pole 
which he uses to bash those nasties about 
with. 

PSKOIHE 

The token female addition to this game's 
X-roster is Psylocke. She's a telepath with 
mind-rending psionic powers who also 
happens to be a highly skilled ninja armed 
with a huge sword and a fair few combat 
manoeuvres. 



Perhaps no-one's told the programmers 
that he hasn't been in the X-Men for about 
seven years now. Still, Nightcrawler's wall- 
sticking abilities coupled with his incredible 
agility and teleporting techniques make 
him a valuable asset to the team. 

UIOIUERME 

The adamantium-clawed psychotic we 
referred to earlier in the showcase, 
Wolverine is the most vicious short-range 
fighter in the team. Oddly enough, he had 
his adamantium magnetically removed by 
Magneto a year or two back, but rest 
assured, he's still got it in the game. His 
mutant healing factor once again fails to 
make it into the game. 


piavasmacnETO! 

Everyone knows that Magneto is the X- 
Men's greatest foe, although he has been 
known to unite with his enemies to fight 
off a common threat. And that's exactly 
what the Phalanx aliens represent in this 
game, although the method of recruiting 
Magneto to your cause (bashing him about 
until he gives up) is a bit mean. Also, 
seeing as he's supposed to be so all-pow¬ 
erful, it's a bit of disappointment that he's 
probably the weediest of the mutants you 
get to control. 





▲ Gambit's playing card antics make 
him pretty powerful. 





▲ This jumping/spinning sword attack 
is quite deadly. 



▲ Flying and blasting with an ace 
magnetic smart bomb. That's Magneto. 








































H-HISTORV 

The year of 1 963 was pretty historic for X-fans, for 
it saw the very first issue of X-Men published in 
America by Marvel. It was put together by comics 
legends Stan Lee and Jack Kirby - whose credits 
included the Fantastic Four, the Amazing Spider- 
Man, the Mighty Thor and the Invincible Ironman. 
Unfortunately, X-Men proved to be a pretty dismal 
failure compared to the other Marvel creations and 
was on pretty shaky ground for around a decade. 
However, these fortunes were reversed in 1975 
when Len Wein created a new, international X- 
Men team in the now legendary Giant Size X-Men 
#1 . Wein (and later Chris Claremont, John Byrne 
and Dave Cockrum) revitalised the X-Men with 
clever characterisation, more interesting heroes 
(including the most popular X-Man of all - 
Wolverine) and some stunning storylines. Buying 
one issue of X-Men wasn't enough - there was 
always some kind of cliffhanger that demanded 
that you buy the next issue. 

X-Men became a phenomenon of gargantuan 
proportions and an entire X-mini universe was 
created from the early eighties onwards with titles 
such as The New Mutants, X-Factor, another X- 
Men comic, X-Force, Excalibur, Generation X, 
Wolverine, Cable and even a future universe 
edition: X-Men 2099. Numerous collectable limited 
edition runs based around individual X-members 
continue to this day. 

Let's not underestimate the power of the X-Men. 
Their comics make up a staggering 11% of the 
comics market and last year the top three titles all 
had X in the title... er, apart from the Wolverine 
comic. This success looks set to continue in 1995 
with the super-collectors limited series The Age of 
Apocalypse - a worthy 40 issue investment if ever 
there was one. 


▲ Psylocke 
is the token 
female 
addition to 
the X-Men 
in this 
game, here 
in her 
telepathic 
ninja 

mutant from 
hell 

incarnation. 


to gain world domination. It's a great way of re-using old sprites 
over and over again but after the comics' multiple realities, 
adamantium extractions and time-travelling capering it's a bit of 
a monotonous day as far as the X-Men are concerned. Still, a 
threat does exist, so it's down to your cast of characters 
(Cyclops, Gambit, Wolverine, Beast, Psylocke and Nightcrawler) 
to patrol the very familiar-looking platform terrain taking on the 
likes of the Sentinels, Apocalypse, Magneto and of course the 
Phalanx. And that's about it really. 


The layout of the game is pretty basic. You need to take an X- 
Man (or two if you've got a mate nearby) through a platform 
level, kicking the crap out of enemy Phalanx clones, perhaps 
beating up on a big boss character, before securing your main 
level objective. 

After that it's back to the X-Men's War Room where Professor 
Charles Xavier picks a new target for you to take out, using his 
mighty alien computer Cerebro. Each main level is split up into 
around three main sections and you can choose a different X- 
Man after complete each section (or if you die). The different 
levels represent the X-Men universe pretty well, with the heroes 
infiltrating the likes of Sentinel bases and even Magneto's 
orbital fortress, Avalon. 

It all adds up to a game that strives pretty hard to capture the 
excitement of the comics series, and succeeds admirably to a 
certain extent. Still, away with such talk! If you want to know our 
opinion on the game, read the next sentence - that'll tell you 
where to look. 


X-Men 2: Clone Wars, is 
page 76. 


f/ X-dusively" reviewed on 


▲ This comic's worth about 
£170, believe it or not. 


▲ An early issue of the new 
X-Men. Classic. 


A Cyclops' 
optic blasts 
make him 
one of the 
best 

characters in 
the game. 
Being able to 
attack from 
long range is 
super-useful. 


A Cannisters explode with devastating effect. 
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VOU jUSt can't keep those X-men characters douin can you? After all, not only are they star¬ 
ring in an all-new Iflegadrive title this month, they've also burst onto the arcade scene in a 
spectacular fashion, courtesy of lapcom. 

And being a Capcom product, it should 
come as no surprise to discover that it's 
another one-on-one beat 'em up in the 
stylee of Super Street Fighter II. However, 
there's no denying that the company 
have really pushed the genre to its limits 
and have created what is easily the best 
sprite-based combat game to date, easily 
overshadowing the likes of Mortal 
Kombat II and Killer Instinct. 

Capcom have incorporated loads of origi¬ 
nal new features, which really enhance 
the game's appeal. First of all, as well as 
sideways scrolling, the programmers 
have incorporated an amount of "height" 
into the game, which is useful when it 
comes to pulling off a "super jump". Also, 
under the onslaught of heavy-hitting 
characters like Juggernaut and Colossus, 
the floor has a tendency to give way, so 
it's possible to get loads of airborne 
attacks in as you descend. 

Capcom have done an outstanding job in 
bringing the X-Men characters to "life", 
and each looks and moves exactly as you 
would expect. Wolverine is a ferocious, 
almost unstoppable powerhouse, using 
his claws to devastating effect with some 
amazing displays of animal-like athleti¬ 
cism (and Capcom hired the voice talents 
of the actor who provides Wolverine's 
voice for the X-Men animated series to 
add extra authenticity!). Psylocke's ninja¬ 
training makes for some routine combat 
moves, although she fries the minds of 
her opponents using a variety of brain- 
rending techniques. In fact, just about 
every decent X-Man is present, along with 
a great choice of villains including 
Juggernaut, Omega Red and (of course) 

Magneto. Just about everything in the 
game is almost perfect in terms of execu¬ 
tion. The characters are excellent, adding 
substance to an incredible beat 'em up 
engine. Everything you'd want from a 
combat game is in there - brilliant play¬ 
ers, multiple-combo capabilities, superb 
graphics, incredible super moves and a 
smart feel to the gameplay itself. 

It's definitely SEGA MAGAZINE'S choice if 
you want to play the ultimate sprite- 
based videobrawl - and guess what? 

Capcom have announced that it's their 
first game to be released for the Sega 
Saturn. X-Men is in development now 
and it's reckoned that the game will be 
complete in time for a June Japanese 
release, so it should be officially available 
before Christmas! 



STORM 

Lightning storms, tornadoes, you name it. Storm 
.controls the power of the elements! 
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OMEGA RED 

Russian supersoldier whose electrified Dr | 


1 

$ 

Octopus-style arms can reach you any- 
^ where. 

JUGGERNAUT 

\ 

£ 

^4 

Enormous, practically indestructible, unstop 
pable killing machine. 
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WOLVERINE 

Psychotic killer with the adamantium claws, 
iven his defensive techniques involve attack. 
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COLOSSUS 

Strongman from Russia. Possessed of superstrength and 
specialises in lariats and back-breaking throws. 
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flTchortle, Batman 
wears knee-high 
leather boots! 


With thB mega-bucks Batman Fareuer 
mauie limbering up ta be THE hat summer 
mauie, the Coped Crusader hype-machine 
is reuving up for action once again. 


the adventure s of 


However, for the more discerning Bat-fan, a far better source 
of bat-thrills than the disappointing movies has been available 
for a few years now, in the form of the top-notch Batman: 
Animated Series. Packed with superb animation, thrilling 
plots, tons of super-villains and a Batman who can actually 
move his neck, it's certainly one of the best cartoons around 
and perfect material for a top-grade Megadrive game. So, cue 
The Adventures Of Batman and Robin! 


Now, regular readers of SEGA MAGAZINE will recall that we took a 
look at this game back in our February issue where we promised a 
review and showcase in the next issue. Well, that was two issues ago, 
so what's happened? Has the Caped Crusader been kidnapped by the 
nefarious Penguin? Could the Boy Wonder have been held back after 
school? Has Bruce Wayne's faithful butler Alfred run off with young 
Master Dick's Aunt Harriet, tying up the dynamic duo so they can't 
report the scandal to the local papers? Actually no, Sega have in fact 
pulled the release of Batman and Robin back to June to give the pro¬ 
grammers the time they need to really turn out the goods and, no 
doubt, to cash in on the hype of the movie at the same time. Of course, 
that doesn't stop us keeping you informed of its development, so here's 
the latest. 


Haha, Batman throws underarm, 


For those of you that have missed the previous coverage we've given 
this game, The Adventures Of Batman And Robin is basically a platform 
game, as if you couldn't guess. Racing through the streets of Gotham, 
Batman (and trusty sidekick Robin in two-player mode) have to punch, 
kick and batarang various thugs out of their way in their quest to clean 
up the city. Of course, no Batman game would be complete without the 
usual rogues gallery of super-villains waiting in the wings (or at the end 
of each level in this case). Thus, the likes of Harlequin, The Mad Hatter 
and the Joker, to name just a few, all make appearances as end-of- 
level bosses. 


Top to Bottom, Batsy 
doges the crane boss, before 
taking to the skies. 


Tee hee. Batman wears a cape. 


What really sets Batman and Robin apart from your usual Megadrive 
platformers is the graphics. Staying true to the style of the animated 
series, the backdrops and sprites look simply superb. Moreover, there 
are some especially impressive 3D levels as Batman flies over Gotham 
in his Batwing and takes a jaunt through a strange perforated level on a 
jetpack. Considering some of the technical feats in this game, we origi¬ 
nally thought it was the work of top programming team Zyrinx (who 
were responsible for Sub-terrania and Red Zone), however it's actually 
being put together by newcomers, Clockwork Tortoise, a team we know 
absolutely nothing about, save that they're obviously capable of getting 
some neat graphical tricks out of the Megadrive. 

Although still in it's early stages, Batman and Robin already has the 
makings of a top-grade game which we hope to cover fully in the next 
few months amid the massive summer bat-hysteria. Let's hope this par¬ 
ticular bat-product matches the hype. 


Ah, it young Master Dick taking on 
one of the flying levels. Bruce Wayne 
makes him wear tight costumes. 



































\ And your host... Johnny 
Batman! Thank you, thank you, 


\ Quick Batman, fart while 
he's got his mouth open. 


Whoops, now you've done it 
Mr Batman. I wouldn't ask for 
your ball back if I were you. 


These levels are currently 
unfinished, hence the lack of 
baddies. Still that's okay for 
Robin. He's at that age when 
he likes to be by himself. 




























































"In the chill of night/ flt the scene of the 
crime/ like o streak of light/ He arrives just in 
time!" Mi yes. Spider-man: The animated Series 
sure brings back those memories. Ulho can for¬ 
get the crap animation, the incredibly manly 
voice giuen to the uieedy Peter Parker. Hnd of 
course, that awesome intro music. Hnd noui 
Reclaim are bringing us the uideagame, 
although it's actually licensed from the all-new 
Spider-Rlan series that's just come out in 
America which is, by all accounts, totally superb. 

Anyone who has played Wolverine (also from Acclaim) should be 

instantly at home with this new Spider-Man game. It's platform 

action all the way, with Spidey battling a whole host of his most 

dangerous foes - most of which, incidentally, are dead in the comics 

(but not in the new animated series). So expect to see the likes of 

the Scorpion, Green Goblin, Hobgoblin, Dr Octopus and of 

course Venom showing up at some point to do battle ^ 

with the web-slinger. / 

Acclaim have perhaps tried to be a bit too clever with this 

Spidey game by introducing powers and weapons that . / 

the web-swinger doesn't actually have. Included in .- ' ' % 

the line-up of new weapons are the likes of stun V if* 

grenades and Hyper Spidey powers. This is basi- ( ” jf M \ 

cally heresy as far as Spider-fans are concerned, ' 

but if it works in the game we won't have that * 

many complaints. ^ w. 

If this assortment of new weaponry isn't good ^ 

enough, Spider-Man can also call in the aid of r ur 

the famous Fantastic Four, who use their respective 4 

powers to smash the enemy sprites out of the way. This • 

special guest appearance is probably down to the fact that 

the FF have their own animated series in America at the 

moment. 


Peter Parker's spider-like 
agility is presented in this game 
quite well, which does make a 
change it must be said. 


/ Come on then! Who wants some? Eh? Eh? 


/ Look, hiding behind there isn't going / That's the Shocker there, obviously terrified, 
to fool anyone. 
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A Spidey takes on a Spider Slayer robot. No problem. 


A Oof! Bet that hurts. Whatever hap¬ 
pened to the ol' spider sense? 


A Dr Octopus is dead in the comics, 
you know. But not here. Obviously. 


The gallery of evil: 
Dr Octopus, Green 
Goblin, a Spider 
Slayer and Alistair 
Smythe (creator the 
aforementioned 
Spider Slayer). 


an nnmwTED Discussion 

This game may be based on the new Spidey cartoon (which isn t due 
over here for another year yet), but the new series is actually the third 
animated series starring your friendly neighbourhood Spider-Man. 

Everyone remembers the old 60s' series (which has 
~ ^ rerun on Sky a couple of years ago), and just 

v y about anyone should be able to recall the 
f** \ amusing Spider-Man and his Amazing 

Friends, where Peter Parker gets an 
entire super crime-computer set up in 
his Aunt's house. This series also fea- 
V 1 ' tured the X-Men's Iceman along with 

x \ new character Firestar (who actually 
\ turned up in the comics later). 

/' / The new series follows up the incredible 

success of the X-Men series, which is now 
in its third season. Marvel aim to include 
' old villains as well as new in the series, 

• whilst keeping comic fans happy (a recipe 
\ which did wonders for the X-Men series). 


'a 


spidev comics 

Spider-Man first appeared in 1962 in a 
magazine called Amazing Fantasy #15. 
From the outset, Marvel's bosses 
opposed Stan Lee's plan for the web- 
slinger, claiming that everyone hated 
spiders and that no-one would relate 
to a wimpy kid tied to the apron 
strings of his aged aunt. Amazing 
Fantasy was due to be shut down so 
Stan Lee published his Spider-Man 
story any way. The result? One of the 
biggest selling comics of 1962. Amazing 
Fantasy gave way to Amazing Spider- 
Man, put together by Lee along with artist 
Steve Ditko. The rest, as they say, is histo- 
f ry. Spider-Man was the last comics charac- 
• ter (after Superman and Batman) to attain 
* 1 ,, icon status. 

The Spider-Man series of comics are 
Marvel's best-selling single character books, with sales rocketing 
recently due to the return of the Spider-Man clone, who has taken on 
a separate superhero identity and whose antics take up half of the 
Spidey books on the shelves now. 

Marvel have been pulling out the stops recently to boost sales, so in 
the space of a few months, we've seen the return of the clone (and 
another new one wandering about with amnesia), Spider-Man's wife 
falling pregnant, his aunt finally dying, Doctor Octopus murdered, 
along with various "hints" indicating that the Spider-clone may actual¬ 
ly be the real web-slinger. In fact, just about comics cliche you can 
imagine has been exhumed, apart from a family member coming 
back in time to change the future - and that might be happening 
sooner than you might imagine. Fascinating. 


X THOUGHT RflUENCROFT 
WOULD BE STRONG ENOUGH 
TO HOLD THE LIKES OF 

SHYTHE. DOC OCK AND 

GREEN GOB CIN . 

















you! Citizen! Ever thought about breaking the laui? Ho? Came on, I bet all of you have 
committed a minor offence at one time or another, and I bet you got auiay with it too. But if 
you mere a citizen of Blega-City One you'd get fifteen years in the cubes for euen the thinking 
about breaking the lam. Vou see, IBega-City One is a tmenty-first century metropolis policed 
by Judges, the most feared of mhom is the amesome Judge Dredd. Bnd in his eyes, BO OflE 


can escape the lam! Resident mriter droid SflBi HICKB1BB pays him a visit. 


Judge Dredd is not a happy man. But then again, he's never been a happy man. You see, Mega-City One is inhabited by eight hundred million people and at 
least half of them live on the wrong side of the law. It's Dredd's job to track them down and prevent them from committing a crime ever again. But seeing as 
Mega-City One is no ordinary city, there's some pretty outlandish goings on - juves peddling illegal umpty candy, dodgy travel firms chump-dumping their 
passengers into space, and Mafioso types trading live humans for spare body parts - to name but a few. Of course, there's no easy way to deal with these 
perps (apart from a short stretch in the cubes) but armed with both the lawmaster and lawgiver, Dredd is enough to make most of them tremble in their street 

creepers. Remember: HE IS THE LAW! 
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So where did all this Judge Dredd business begin? Well, most m 

comics fans will recognise him from 2000AD, and it's here that 
Dredd first appeared - in 1977 to be exact. The original story was 
created by Pat Mills, who intended the character to appear in an 
occult-themed comic strip provisionally entitled 'Judge Dredd'. He 
then mentioned the idea to colleague John Wagner, who was also 
working on a story featuring a ruthless cop of the future. After many 
compromises, the two decided to combine Mills' character with ^ 

Wagner's story and after adding a more crime based theme to the ^ 
story, the very first Dredd script was formed. ^; 

After compiling the preliminary scripts, the writers then had to 
search for an artist who was capable of creating a strong enough 
character. They finally decided to commission Carlos Ezquerra on 

__ the stren 9^ drawings he had produced 

for a character called Major Eazy. When the 
results came back, Wagner and Mills were 
amazed: Ezquerra had not only created one ft 
of the most exciting comic characters ever, II 
' he'd also drawn up sketches for Dredd's 
■B bike, the lawmaster, and planned the stories II 

H to take place in a sprawling metropolis ^ 

inhabited by 800 000 000 people, known |l 
as Mega-City (later changed to Mega-City I 

\ jjjifjijf The very first Dredd story appeared in Issue ^ 
H . y ‘UUP 1 3 of 2000AD, and it soon became the most 
i | popular story in the comic. Dredd is now a 
■5^ / cult hero, with millions of fans all over the ^ 

jAf wor ^ The writers attribute his success to 

1/ \ way-out storylines, stunning artwork, the 


A Breaking the law can seriously damage 
your health. 
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I’M MNGtBOM 


mmx, ^ 

pamh\ , 

RIGHT IMSJ 
DANGEROUS! 


Ezquerra's very first Dredd sketch. The 


nightstick has now been replaced with a 


Would you 


rbike of the 


The Lawmaster - sop 


No Dredd would be complete without the 
Lawmaster - a souped up Harley with a top 
speed of 570km/h, armour plating, synitron 
GK13 Auto pilot computer, Cyclops phylon TX 
laser with delton phasing and hedgehog 
midrone anti-pursuit grenades. And that's not 
the half of it! 


want to live here? 


Oh dear, .ooksss like Deo.h.ssso 


much more lethal weapon - the 
infamous lawgiver! 


JUDGE 


DREDD 


LMUltinSTER 


Although the comic, film and game versions of 
Judge Dredd are all slightly different, there's 
loads of perps and judges that pop up in all 
three versions. Here's some of the people you 
can expect to see: 

CHIEF I1HGRUDER 

Senile bag lady or all-seeing, all-knowing mis¬ 
tress of wisdom? Doesn't make much differ¬ 
ence really, because whoever she is, she's 
still in charge of Mega-City One. This means 
she is allowed to be really grouchy and 
Judge Dredd has to do whatever she says. 

RICO 

Dredd's cloned broth¬ 
er, exiled to the cursed 
earth after being 
found guilty s a cor¬ 
rupt judge. Is slightly stronger and 
more intelligent than Dredd, but is hell-bent on 
revenge after being betrayed by his own brother. 

JUDGE HERSHEV 

The obligatory love interest, even though she was 


Imagine every single dangerous weapon in the 
world all rolled into one, and you're on your 
way to envisaging the might of the lawgiver! 

It's capable of stopping any prospective perp 
dead in their tracks and as far as Judge 
protection goes, no other weapon will do. 


Drokkinhell! Who'chi -—-- 

Sb e enm -'n9w^T 


SSSRnto..- •SSSSS Judge Death 


also has a dial 
on his head 
which enables 
him to alter his 
violence levels. 
Be very worried 
if he says he's 
taking you to 
number four. 


never that way inclined in the 
comics. One of the toughest 
Judges ever trained and yes, she's 
a woman too. But don't let that 
bother you. It's never bothered 
her. 

R1ERR mnCHIRE 

One of the most violent characters 
ever to appear in a Judge Dredd 
strip, Mean Machine has extreme 
psychopathic 
tendencies. He 
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Ricochet 


Like the film, the game version of Judge Dredd has been a long 
time coming. It was initially discussed over two years ago, when 
Acclaim first engaged in talks with Fleetway (the publishers of 
2000AD). But Acclaim didn't sign up the license immediately - they 
waited until they could find a programming to produce the game. 
Six months later, Probe were signed up for the project, and since 
then they've been working on several versions of the game. They're 
still holding their cards pretty close to their chest, but with any luck 
we'll see a finished version of the game by the end of April. 

At the moment, the game is still in its early stages, but Acclaim 
have admitted that they've taken most of their influences from the 
movie, not the comic. So does this mean that Dredd groupies will 
be crying into their synthi-beer (alcohol is banned in Mega-City 
One) at the 'artistic licence' employed in the forthcoming 
Megadrive and 32X games? Well, hopefully not, because although 

it is slightly unoriginal in concept (yup, -■ 

another platformer) Dredd is as hard and *sA 
ruthless as he is in the comics, and there's 
plenty of recognisable characters in there 
too. You'll bump into the rather polite \ | 

Mean Machine on your travels, consult with 

Chief McGruder, fall in love with Hershey, .fHMMl 

and even take an all expenses paid trip to 

the cursed earth. Totally zarjazl -- -- 


UIHHI?HE TAKESHIS HELluET OFF? 

Although the first stills of the forthcoming Dredd movie are only just beginning to 
appear in movie magazines, the rights to the character were purchased way back 
in 1 980. But after a string of directors and screenwriters unsuccessfully attempted to 
bring Dredd to the big screen (at one point Arnold Schwarzenegger was cast as the 
main man) the project was abandoned, seemingly forever. However, in late 1994, 
rumours began to circulate that the project was to be revived, with Danny Cannon 
(The Young Americans) as director and Sylvester Stallone as Dredd. Of course, this all 
turned out to be true, and even though Stallone initially had reservations about the 
film, he was attracted by the director's enthusiasm and sheer ambition. " I went with 
the passion of youth on this one," he said in a recent interview. "There is a certain . 

kind of zest and aggression that reminds me of someone I used to know". * \ 

The film's plot takes much of its inspiration from classic Dredd stories, and although jf/li -7 

some of the comic's features have been directly lifted, there's a completely new w 

script, where Dredd sees himself framed for murder by evil megalomaniac Rico 
(Dredd's corrupt clone brother). 

There's plenty in there for fans of the comic too, although Cannon is the first to s \ 

admit that he's not prepared to make compromises. "I think the fans just have to 
grow up. The guy's got to take his helmet off, you've got to find out this man's a ^ 

human being, that's the point in this story." 

And the film's prospects? "There's a richness to Dredd," he enthused "we're creating 

the Roman empire and there's a lot of Greek mythology in here also. It's intrigue, fa 

it's mystique, it's timeless and that's what class, what style we have." , ' 

Indeed. But with fans up and down the country already claiming outrage over the “ ^ ^ - 

desecration of their favourite law giver, there's certainly going to be plenty of hype surrounding the film when 
it's released in July. . ______ 

r AII artwork © Fleetway Editions 1995, as appeared in 2000AD and affiliated publications. 

All film stills © Synergi Pictures Entertainment Inc and Synergi Productions NV Inc. All rights reserved. 


Judge Dredd the film, and 
Judge Dredd the game 
won't be released until 
July. But you can bet that 
use'll be bringing you 
mare thrill-packed cover¬ 
age as soon as use can. In 
the meantime, if you can't 
usait for your neat Dredd 
fiK,uihy not tune in to 
100DDD, an sale at your 
local neuisie every week, 
for 80 of your earth pence. 
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ESm uMiv'E SHOUimSE 


VOU RRE now ERTERIRG... 

the iomm ioni\ 


! our look at forth¬ 

coming uideogame/comic 
I games is a brief peek at Sega's 
[ BIG game far the summer-the 
^ highly original Comix Zone. 

It's fair to say that the vast majority of comics-related 
b videogames end up being some form of platform 

game. Comix Zone does have platform elements, but 
L its look and feel is very fresh indeed. You play the 
part of Sketch Turner, a hot comics artist who gets 
t sucked into the art-based world that he created. As 
Sketch, you beat up the very bad guys you created as 
you leap from frame to frame. But it's not all beat 
'em up action - Sketch is able to interact with the 
backdrops in a big way, introducing plenty of variety 
into the game. Plenty of puzzles reliant on this 
interaction are also evident in the game. 

* Stacking the odds against you is the fact that Sketch's 
. top supervillain, Mortus, has found his way into our 
world and he turns out to be a bit of an artist himself, 
r drawing his own villains to fight Sketch! Luckily, our 
hero's pet rodent, Roadkill, makes his presence 
known within the game and is able to aid Sketch in 
his battle to return to the real world. 

Comix Zone is a big game for Sega this year, and has 
: been in gestation for many months now (its original 

project name was Joe Pencil - Sketch Turner's 
i original moniker). It's currently being put together by 
top programmers at the Sega Technical Institute, cre¬ 
ators of the Sonic games - although different coders 
are involved with this project. 

Comix Zone certainly looks hot. We should be able to 
bring you the exclusive preview in our next issue. 





A Grud Damn it! Oh sorry, this is 
a different game isn't it? I got a 
bit carried away there. Oh well, 
erm, loads of controversial comics 
violence on the way folks. Will 
that do? 
















The game opens with a superb FMV 
intro telling the story of how our hero, 
whilst out on a pony-trek with his 
pals, happens upon an epic between 
two dragonriders, and, after one of 
them is injured, takes his place to 
become the legendary Panzer 
Dragoon! Or something like that. 
Anyway, it's very good. 


Still can't dBdde whether you'd rather have a 
Playstation or a Saturn? UJell, perhaps we can help 
you decide. Patient 24 here, one COIOlia THOmPS V0I1 
GUISIHGTOn-STHD, playboy adventurer and intrepid 
explorer off the unknown, has just returned from the 
jungles of Borneo with a strange tale to tell. Half- 
crazed by a tropical fever he claims to haue 
seen unbelievable things and keeps | | 

repeating the same, strange name... « I 


Panzer Dragoon. Panzer Dragoon. Plamzer 
Dragloon. Remember that name, fellow 
gamestrels, because that is the name of THE 
GAME! In all my fifties years as a fearless video 
games reviewer I've had my fair share of daring 
escapades. Travelling the four corners of the 
Earth, I've searched for hidden pirate treasure, 
battled ancient stone monsters, discoverd the lost 
city of Shamballa and crossed paths with my 
arch-enemy, evil Belgian rocket scientist 
Professor Claude Monstrobbe countless times. 
Yep, I thought I'd seen it all. I thought I was the 
top dog, the unstoppable games guru, the D-pad 
daddio, but that was before Panzer Dragoon 
shattered my fragile life! 


looked at a 25% 
complete version of it, we've 
watched this game grow. 

Well, this month the finished game is finally 
released in Japan, delivering the first must-have Saturn 
game since Virtua Fighter was unveiled at the machine's 
launch. And when I say must-have, I mean you've got to 
have it! Got it? 


It's a shoot 'em up. However, just like Clockwork Knight 
before it, Panzer Dragoon takes a well-worn gaming for¬ 
mula and steers it into never-seen-before realms. Unlike 
Clockwork Knight though, which proved too short and 
too easy, Panzer Dragoon delivers in a big 
way. Never before have you 
experienced a 


piasi tonrinuL 


The name probably sounds familiar to you and so it 
should, because since the first Saturn games were 
revealed (as far back as issue 3, folks), we've been giving 
this game our undivided coverage, printing every picture 
and every bit of news we've come across. From those 
early days when it was just a silicon graphics demo 
known as 3D Shooting Game , through to the 
mini-showcase in our February ^0 

issue where we 









shoot 'em 

up so mind-blowingly 
in-yer-face, so hectic and so 
totally atmospheric! 

You get to ride a dragon! You get to fly 
through six massive levels of airborne 
action, boyee! Thanks to the polygon-han¬ 
dling and texture mapping capabilites of the 
Saturn, you get to soar across sweeping 
deserts, over dense forest canopies and 
rolling oceans, battling against giant worms, 
huge flying ships and swarms of monsterous 
insects. It all looks totally incredible and for 
the more discerning dragon-riders among 
you, there's even a fine CD soundtrack 
blend of orchestral tunes to accompany the 
action. Magnifico! 


i 


m 


PURSE, HE'S 
STHRTIPC PDPIP. 


PURSE!! 


It's not just an awesome face either. 

Panzer Dragoon happens to be one hell of 
a tough blaster too. Play it on Easy mode 
and it won't let you past level four. Normal 
setting provides a meaty challenge and Hard 
is indeed most rock-hard, thank you very much. 


' p onzer 

fine- 

f. enio nstr Qte 

t&SS 
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▲ An exciting battle 
against a giant sand- 
worm. See Episode Two! 
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At last, with | 

Panzer Dragoon lined up 
as one of the first official UK 
Saturn releases, there are now two water¬ 
tight reasons to consider getting one on its 
launch. What's more, sources at Sega have con¬ 
firmed that a sequel is already in the planning 
stages. So, once again I wil be able to return to 
the skies on my faithful steed Dracos, and battle 
the giant sandworms. Hear me o' worms, be 
wary, for I, the Tomrider General, shall return to 
mince you up for my full dragon breakfast. 
Bwa-ha-ha-ha! 

Yes, thank you nurse, I will return to my cell now. 


Incredible 3D texture-mapped graphics and CD sound it may have, but this 
is still a shoot 'em up and for any shoot 'em up to be good, it needs top 
weaponry. Well, Panzer Dragoon is certainly well-endowed in the weaponry 
department and it's all rather innovative too! 


By tapping A, B or C, Panzer Dragoon can fire off this highly effective 
blue bolt of death-dealing energy. 


Tap A, B and C together in repetition and you can loose off this rapid-fire 
swarm of deadly blue energy. Perfecting this technique is vital for taking out 
later levels and, in particular, the bosses. 


the masses of enemy on 


Hold down the fire button and when an enemy moves into your sight, it 
will be 'locked on' by a blue square. Now release the button and a 

the target with devastating results. 


beam of blue energy homes in on 
Best of all though, you can lock-on to around eight targets before 
unleashing a swarm of homing beams. Excellent for knocking out numbers 
of smaller opponents such as the turrets in Episode Three. 


▲ Multiple homing shots 
plough into a flying ship! 




Changing somewhat from the 25% complete ver¬ 
sion, Panzer Dragoon now opens above the ocean, 
with our heroic dragon-rider steering a path through 
the semi-submerged ruins of an ancient city. 


A particularly 
impressive 
looking temple, 
wouldn't you 
say? Well, it 
gets even bet¬ 
ter, because 
you actually 
get to go 


/ The first level is a fairly 
sedate affair, allowing you to 
get to grips with the rather 
complex controls. That's not to 
say it's without its dangers 
though. Flying fish and swarms 
of birds attack Panzer Dragoon. 


The atten¬ 
tion to detail 
is simply 
incredible. 
Just look at 
the reflec¬ 
tions of the 
buildings in 
the water's 
surface! 


These buildings are particularly 
old and crumbly. Be careful the 
aging columns don't crash down 
onto you. 


Beware these beautiful looking lilies. Fly 
too close and they ensnare you in their 
venus flytrap-like petals. 


...not for long though, because the ceiling starts to 
collapse as the temple sinks beneath the waves. 


GO 
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As we explained back in issue 14, Panzer Dragoon 

is a genuine 3D shoot 'em up, allowing you, via the 

LEFT and RIGHT buttons, to swivel the view 

completely in 360 degrees around the 

dragon, thus enabling you to take out 

enemies from any side. Helping 

you to this end is the radar at 

the top-right of the screen, 

telling you which side the 

enemy are closing in jBH j 

from and which way 

you're facing. jgj 

On top of all this, I 
a new feature has 
been added that r ^ 

wasn't in the % k 

25% complete 

version we 

originally 

saw - Virtua 

Racing- jfi ii -i r- r 

style 

view- 9 

points. 

Using 

the x, m 

Y and 1 

Z buttons, 
you can 
switch 

between a —— - 

standard, dra- 
matic and dis- V 
tance view of l 
the action. And l 

of course, \ ( 7 fSl 

because Panzer \ 

dragoon has a l 

360 degree field \ 

of vision, you l 

can see right \ X 

around the drag- VS w 

on from the three l 
different view wM 
points. Virtuariffic! W * 


After a swift escape from the sink¬ 
ing city, our hero looks to be facing 
a long uneventful journey across 
the sea when suddenly a huge fly¬ 
ing ship soars into view. 

Initially, the ship is protected by a 
fleet of small fighters that circle it. 


Knock out the 
undercarriage and the 
ship begins to drop 
huge floating bombs. 


Once they're removed, 
the ship begins to fire 
sprays of cannonballs at 
Panzer. 


WWm 
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/ Flocks of birds make easy pickings 
in the opening stages of this level. 


The Cave! We were 
unable to show you 
this section of the 
game before. Now 
however, all can be 
revealed. 



These giant sandworms follow Panzer 
Dragoon, burrowing in and out of the sand. 



These 

grotesque bur¬ 
rowing beetles 
circle around the 
dragon's flight 
path, jumping 
up at the rider 
when they get 
the chance. 


/ Once free of 
cave, it's back 
desert. 

the 

into the 





/ If you thought those 
earlier sandworms 
were big, wait until 
you see this one, it's 
huge with long protrud¬ 
ing mouth mandibles. 
Probably the mother. 





/ Watch out for this deadly spray 
of energy bolts. 


/ In fact there's two of them, weav¬ 
ing past each other, moving over 
and under the surface of the sand. 
Be careful you don't get caught in 
their path. 


/ No, it's yours! 































EPISODE THREE 


Things really start hotting up on this action-packed level as Panzer 
Dragoon flies into a mining valley at dusk. 


▼ The mining 
colony comes 
info view. The 
intricate 
designs on 
these buildings 
really shows 
off the Saturn's 
texture-map- 
ping abilities. 


▲ Watch out for the first 
enemy, a silent battleship 
cruising among the moun¬ 
tains. 


▲ What's particularly impressive 
about this level are the number of 
surrounding mountains. The poly¬ 
gon count must be massive. 


▲ These little sand buggies 
really shift. Knocking them 
out quickly is vital, because 
they unleash swarms of 
firepower at you. 


▲ These huge pis¬ 
tons churn up 
and down. The 
graphics on this 
level are simply 
phenomenal. 


▲ Keep an eye out for these turrets. 
Hugging the canyon walls and sur¬ 
rounding a finger of rock, they have 
to be knocked out before you pass 
them or you'll be bathed by their 
deadly flamers. 


▲ This is where the level really takes a 
turn for the difficult. Swarms of sand bug¬ 
gies take to the skies, unleashings masses 
of missiles. Avoid major damage is vital 
here, because next up is the boss! 


Skirting between the boundary 
mountains, a hovering propellor 
machine is spotted. However, what 
you might fail to notice is a huge 
floating dreadnought behind you. 
Drifting past, it links up with the 
giant propellor to create a massive 
transformer machine. This is easily 
on the most impressive bosses ever 
seen in any game! 


▲ Opening up its 
blades, the trick is to 
shoot at the heart of 
this mighty contrap¬ 
tion... 


▲ ...whilst avoiding 
the whirring blades. 
Easier said than 
done, since they're 
at different heights. 


▲ Drain the boss' energy and it 
tranforms into a huge stomping 
machine, leaping around in an 
attempt to crush Panzer. 

r- - - .is —jam 

• Once the 
boss is defeat- j 
ed. Panzer 
Dragoon races s 
towards an 
opening in a 
cliff-face as, 
suddenly, a 
fleet of fighters I 
closes in on his 1 
tail! 


▲ Avoid its huge 
missiles and you 
stand a chance of 
blowing up this 
giant war- 
machine. 




























• ...it's a 
simple 
enough 
task to 
destroy the 
body, pro¬ 
viding you 
can avoid 
the nose- 
laser. 


EPISODE 
FOUR 

The opening leads right into a cata¬ 
comb of narrow tunnels. The game 
really takes off now, as Panzer 
Dragoon races through the twisting 
passageways, Death Star-style. 


▼ The feeling of 
gravity is phe¬ 
nomenal as 
Panzer takes a 
sharp turn to 
plunge down a 
vertical tunnel. 
This twisting level 
is amazingly dis¬ 
orienting. 




A Turning 
round to take 
out the pursu¬ 
ing enemy. 
Panzer 
Dragoon lets 
loose with a 
multiple hom¬ 
ing shot. On 
the close-up 
view, you actu¬ 
al see him turn 
around to fire 
his gun. 


A The first few seconds of this level really show off the level of detail on the 
main character as he zooms down the tunnel. This is actually what Panzer 
Dragoon looks like during the whole game, it isn't FMV. 

▼ Flying through the gaps in the 
doors is a tricky manoeuvre. 


Just when it looks like Panzer 
Dragoon has made it through the 
worst of the danger, a strange fig 
ure appears at the end of the tun¬ 
nel and the sound of revving jet 
engines echoes out! 


A Zooming past, the fig¬ 
ure is revealed as a huge 
armoured pterodactyl! 


A Avoiding its detachable wings is quite 
tricky. Once they've been blown off... 


A It's hard to 
appreciate the 
superb texture¬ 
mapping when 
actually playing 
the game, 
because this 
level flows so 
quickly. 













































WOTfflESS 


Escaping from the catacombs, Panzer Dragoon finds 
himself above a massive forest. Apart from the desert 
level, this was the only other level complete in the pre 
production version of the game. 


The difficulty curve takes a sharp upward turn now, 
dragonrider has to face fleets of massive warships. 


These ships looking stunning when moving. Instead of sails their hulls seem 
to hang beneath huge flying fish complete with waving fins. 


This bizarre con¬ 
struct seems to a very 
important enemy ves¬ 
sel. Burning out the 
giant cones is the only 
way to get it to leave 
you alone. 


As we showed you in the mini¬ 
showcase back in our February 
issue, the boss at the end of this 
level is a huge walking rock-fish. 
Firing masses of missiles from its 
back, this boss is incredibly diffi¬ 
cult to beat, so much so that we 
haven't done it yet. As such, the 
contents of level six are just going 
to have to remain a mystery... 
for now. 


















VOU impetuous nutters uiho bought your Snturns on import will need no 
introduction to Victory Goal, it being one of the uery few Japanese titles you 
can actually get your head around, level-headed Sega fans will be pleased 
to hear that Victory Goal, or some sorted-out-for-Europe version thereof, 
will be winging its way over to our shores in time for the European launch 
of the Saturn. Is it going to be worth waiting for? Read on and find out! 




When young Master Richie returned from his trip to the Winter CES in Las Vegas last year he 
regaled us all with tales of the weather, the size of the hot dogs and how he won $41 million in 
nickels on a slot machine at Caesar's Palace, and then lost it playing Roulette with a top Hollywood 
actress. When we tried to establish the identity of this mystery woman, Rich cleared his throat, said, 
'Ah, any tea in the pot?' and changed the subject to the goods on display at the first Sega Saturn 
expose. 

Hurriedly trying to sweep the story of the voluptuous starlet under the carpet, he started showing 
us pictures of the first three Saturn titles, amongst them this little beauty - an unnamed 3D soccer 
game which looked like it would be the best soccer game ever to be released onto the surface of 
the Earth. 

Said soccer game was one of the first Saturn titles to be revealed in Japan at the end of last year, 
and by then it had been christened Victory Goal (the Japanese term for the goal which wins the 
match, apparently). 

As well as the luscious any-angle 3D graphics, Victory Goal sports the standard features that every 
footy game has these days. Exhibition or league matches (the Japanese incarnation uses the 
Japanese J-League, not surprisingly) in one or two player modes, with full team and playing forma¬ 
tion set-up screens. The on-screen action follows the rules of the game closely, with penalties, 
sendings-off... er... scoring goals, kicking the ball... you know. Oh, and there's a little on-screen 
pitch radar which spots your buddies for passing purposes and an action replay option so the 
whole family can watch those glorious moments of football again and again, until Dad pulls the 
plug out. 

Sega Europe are looking to release the game this autumn when the Saturn arrives in the UK, but 
first they plan to make some alterations. For one thing, the name will most likely change, and for 
another, all of the J-League teams will have to be replaced with more recognisable European 
squads. More importantly though, the gameplay will be overhauled to bring it up to the more 
exacting standards of European footy fans. At the moment Victory Goal is afflicted with a score- 
every-time move and a couple of other little flaws which got our goat - then minced it into dog 
food! Go get 'em, you Sega Europe Guys! 




















































3D OR DO! 3D 

Looking at Victory Goal's intro with its poly¬ 
gon footballers you'd think the whole game 
was the work of some vector graphics scien¬ 
tist. Don't be fooled! In fact, the players in 
the game are actually a bunch of cleverly- 
manipulated sprites. As the 'camera' circles 
and zooms in and out, the Saturn flips 
between images and smoothly scales them 
up and down. 

The effect is pretty good, and it allows you to 
select a wide variety of viewpoints, though it's 
a shame all the players have such blank 
faces. Would their real life counterparts 
approve of being portrayed as expressionless 
automatons? 


LEI'S JUSI SEE IHDI RCMI1 

Like every good football game these days, Victory Goal provides 

the luxury of an action replay feature. The replays are automatic sr V 

after a goal, showing the action from three different points of _ 

view if you let it, but you can also pause the game at any point 

and get it to re-run the last few seconds of action. To this end you get little video controls for 
rewind, frame-advance and play. Thanks to the lovely three-dimensionality of the display, you can 
zoom in and out on the player with the ball and pan the view point around him - perfect for those 
From-The-Back-Of-The-Net scenes! 


▲ You said 'fat old grannies'. Our survey said, 


•itW'J 


▲ What's that mate? Go for the 
ball? Oh ha ha, yep, of course, 
the ball. What the hell's a ball? 
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For all the problems they're fac¬ 
ing, the Saturn division of AM2 
are still on course to faithfully 
replicate the arcade game. The 
spectacular crash scenes are 
already in the game and these 
have attracted plenty of praise 
from the Japanese press. "We 


crack Saturn division 

will be putting the final licks of palish on what is the most eagerly await¬ 
ed Saturn game of them all: Daytona USD. It's certainly shaping up really well, with 


same incredible graphics already programmed in. There's still some work to da an the other 


courses, but lead programmer Keiji Okayasu is concentrating more on getting the gameplay 


right, leaving the design of the courses to new recruits an the Daytona project. 

Work is progressing at a frighteningly fast rate - so much so that AM2 have taken on more staff and have pulled staff from the Saturn Virtua Fighter 2 pro¬ 
ject. During the entire project, Mr Okayasu has been on hand to answer questions from the Japanese press in a virtual rerun of the incredible hype 
machine that made the original Virtua Fighter (and the Saturn itself) such an incredible success in Japan. 

In fact, the press have been asking some pretty difficult questions. For example, is Saturn Daytona lacking too much detail? Has the Saturn version lost too 
many polygons? 

"I don't think there's much difference you know," replies Mr Okayasu. "On the contrary, with the roads, there are considerably more polygons than in the 
arcade version. And where the increases were made there, there may have been some minor cuts made at the judgement of the design chief." 

In fact, Daytona is shaping up really well, with a massive 40 cars included in the conversion - something of a monumental feat. "Up to recently, we'd only 
been able to operate up to 16, but I think it's terrific progress to have 40 moving now, though we've yet to put in the individual performance of each car." 
There seems to have been some problems getting some of the coin-op's original code for translation onto the Saturn. Mr Okayasu explains: "When our 
staff went to get data from Mr Meietsu [responsible for the arcade game], they came back saying 'there doesn't appear to be any'! There was no time, so 
for cars for which there was no data we coloured it in by looking at games magazine etcetera." 
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COURSE CORRECTIOR 

At present, bar the addition of a few extra polygons, the 
beginner course of Daytona is complete (and still AM2 have 
yet to release any shots of the other two courses). So how is 
development going on the other tracks? "We're well on our 
way," confirms Mr Okayasu. "Once the beginner course is 
done, I don't think the rest will be too hard. The intermedi¬ 
ate track is about 70% com¬ 
plete and the advanced half." 

By the time we're putting our 
next edition together, AM2 
should have released plenty 
more screenshots including 
our first looks at the new 
areas of the game. 





A The rotating fruit machine (or 
slot drum as the programmers 
refer to it) is definitely in there. But 
whether it can be operated, as in 
the coin-op, remains unclear. 



THE'FEEi'OFnavTona 

The first priority of the Daytona team is to successfully bring 
home the feel of Daytona - the cars need to move exactly as 
they should in the arcade version. "At present, we're con¬ 
centrating on the movement of the cars and their handling - 
it's a bit different from the arcade version. Now we're gath¬ 
ering a team of people and dividing the work amongst 
them. Once the car movements are determined, I think the 
rest will take shape quickly," says Keiji Okayasu. What prob¬ 
lems are being faced? "Difficult to say. The [power] drifting 
is not going well. That's what we're doing at the moment." 
But rest assured, the final version of the game will feel very 
close to the coin-op. "We can't really release it if it doesn't," 
admits Mr Okayasu. "We don't want to make it too different. 
Of course, Mr [Yu] Suzuki may say that some parts are not 
so good and we'll have to re-think..." 


RnoFinmiv... 

"There's still a lot of work to do!" states 
Mr Okayasu. "There's the big problem 
of the amount of data involved. The 
advanced course is about two or three 
times bigger than the beginners' 
course. We are taking advise from the 
makers of the arcade version about 
where to make compromises." 
AM2 are determined to get the game 
finished in time for an April Japanese 
release and are calling upon all the 
resources at their disposal. Where does 
this leave Saturn Virtua Fighter II and 
other games like Virtua Cop? "I'm sorry 
to say this, but everything's stopped 
[laughs]. This situation will probably 
remain until Daytona is finished". 




The rolling start and autodrive of 
Daytona USA has already been 
programmed into the Saturn ver¬ 
sion - here's a quick sequence of 
action, from PRESS START 
through to the beginning of the 
race proper. 
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TIPS 




Michael Ross (the one in Home and 
Away) from Horsham, West Sussex 
has sent in this cheat. 

Go to the options screen and press: 

A, B, C, A, B, C, A, B, C. Start a game 
and on the control screen press but¬ 
ton A to get to the cheats screen. You 
can now play with a stupid team. 
Bonzer! /——^-*> 


Hellooo everybody. I've got sooie 
wicked tips this oionth. They're evil, 
tuiisted and conniving for the 
hottest games available to 
mankind. Dirty tips, tips with bad 
attitudes, the sort of tips that hang 
around street corners causing 
trouble - you know the type. Plus 
there's local tips from the inner city, 
tips with no future and tips who live 
on the line and don't care if they 
stray over to the wrong side of the 
law. Dll too often you'll hear about 
them on the radio, read about them 
in the local paper, or maybe an 
elderly neighbour has remarked on 
how she saw them last night 
banging on dustbins and pulling 
estate agents' boards aver. It never 
ain't not no fun never being a tip as 
they say. So if you wish to join me in 
my quest for better understanding 
of the tips crisis, send in any stray 
ones to: Eddy Lamas, Tips In Crisis, 
Sega Dlaguzine, Priory Court 30-32 
Farringdon lane, London EC1R 3RD. 




PITFOll: THE 


mrnirrmmm 


Press these button combinations on the title 
screen using controller 1. 

Play "Pitfall Harry" - Down, A (26 times), Down 
Nine lives - Right, A, Down, B, Right, A, B, Up, 
Down 

99 ammo for all weapons - A, B, Up, C, A, C, 
A 

Show credits - C, Right, Down, C, Right, Down, 
C, Right, Down 


• EBRTHUJORmjim 

Pause the game at any time and press the 
buttons in the correct order for some groovy 
goodies. 

Extra Continue - A, B and Left, A, B, A, B, C, A 

Extra Life - B, B, C, C, A, A, A, A 

Full Energy - A, C, C, A, B, B, A, C 

Plasma Shots - C, A, B, C, A, B, A, C 

1,000 Ammo - A, B, B, B, C, A, C, C 

Warp to "What the Heck?" - Left, Right, A, B, C, 

Left, Right, A 

Warp to Snowman - Right, Right, Right, B, C, 
Left, Right, A 


• UlOlUERIItE 

These passwords come from Andi Fordham in 
Langley, Berks. 

Level 2 - Mariko 
Level 3 - Silver Fox 
Level 4 - Department H 
Level 5 - Madripoor 
Level 6 - Asano 
Level 7 - The Hudsons 


• REOZORE 

Michael Brent from Exmouth 
and Ray from "Disk Box" in 
Chatham have sent in these 
passcodes for Red Zone. 

You have to play from level 
8 to level 10 without any 
codes. 

2 - ABACBCBCABA 

3 - ACCCBCABBCA 

4 - ABACBCBCACC 

5 - BAAABBBCCBB 

6 - ABBABCAABCA 

7 - BAAABBCAAAA 

8 - ABBABCAACAC 

To play a two- 
player asteroids game enter 
the code: ABCACACBCAC. 









TIPS 





• SHUQFU new 


Go to the options screen and 
press these buttons quickly 
on controller 1 for the blood 
mode - A, B, C, C, B, A. 

To play as any character in 
the Story Mode, go to the 
options screen and pick a 
character by putting the 
"Music Test" onto the 
number that matches the 
character you want to be. 

1 - Mephis 

2 - Sett 

3 - Nezu 

4 - Kaori 

5 - Beast 

6 - Aurok 

7 - Voodoo 

8 - Colonel 

9 - Diesel 

I 0 - Leotsu 

II - Rajah 
12 - Shaq 

Now press Up, Down, B, 

Left, Right, B on controller 1 
and the screen will flash to 
let you know it has worked. 
Here are the special moves 
which can be used in Duel 
and Story modes. 


Time Vault - Forward, Back, 
Down, A 

Eno Blast - Down, Back, 
Forward, C 

Eno Flip - Down, Back, C 


leotsu 

Blast Kai - Down, Back, 
Forward, B 

Bo Kai - Down, Forward, C 


Thunder Clap - Forward 
Down, Forward, B 
Sword Shockwave - 
Forward, Down, Back, B 


Diesel 

Crate Crusher - Back, 
Down, Back, B 
Dockside Dagger - Back, 
Forward, B 


Lightning Arc - Forward 
Down, Back, C 
Lightning Jaws - Down, 
Forward, B 

Burning Touch - Down, 
Back, B 


Shaq-uikin - Forward, Back, 
Forward, A 
Inferno Kick - Down, 
Forward, C 


Voodoo 

Eagle Claw - Back, Down, 
Forward, B 

Earthquake - Forward, 
Down, Forward, A 
Wolf Charge - Hold A for 2 
seconds the hold Forward 
as well 


Energy Bomb - Back, Down, 
Forward, B 

Cyclone - Down, Back, C 
Cat's Claw - Down, Back, B 


Spitfire - Down, Forward, B 
Sonic Roar - Forward, Down 
Back, Forward, C 
Thermal Blast - Down, Back, 


Durak 

Spiked Cannonball - B in 
mid-air 

Boomerang - Back, 
Forward, B 

Ball and Pain - Forward, 
Down, Back, C 


Mummy Wrap - Forward, 
Down, Back, B 
Wedge Charge - Forward 
Down, Forward, A 
Cosmic Missile - Down, 
Back, C 


Colonel 

Heavy Metal - Down 
Forward, Back, B 
Bionic Burst - Down, 
Forward, B 
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• roerr roil rrcird 


These passwords took me weeks of solid work to crack but here are loads of codes for you to play with. The first 
lot allow you to start the game as any character (including the secret character Olaf from the Lost Vikings) with a 
fully powered-up car. 

Rookie 

Snake - RM2H RS2V XWJ! 

Hawk - 8M2H RSYV XWJ! 

Flea - RM20 RS!V XWJ! 

Katarina - 8M20 RS6V XWJ! 

Jake - RM1H RSKV XWJ! 

Tarquinn - 8M1H RSFV XWJ! 

Olaf - RM10 RSTV XWJ! 


• mORTRl R0R1BRT 2 


Darren McBad Handwriting from Barff (?) has sent in this 
unusual happening. 

First of all you must access the Test Modes cheat from issue 
11 and turn on "1 hit kills player 2" and "Background 1". 
Start a two-player game and choose Sub-Zero for player 1. 
Win the second round by just freezing player 2 and perform 
the Dead Pool fatality on them before they defrost. They will 
stay blue and frozen until they land in the acid. 


Veteran 

Snake - HM2C RS2V XWJ! 
Hawk - 0M2C RSYV XWJ! 
Flea - HM2W RS!V XWJ! 
Katarina - 0M2W RS6V XWJ! 
Jake - HM1C RSKV XWJ! 
Tarquinn - 0M1C RSFV XWJ! 
Olaf - HM1W RSTV XWJ! 


Warrior 

Snake - 8M2R RS2V XWJ! 
Hawk - RM2R RSYV XWJ! 
Flea - 8M28 RS!V XWJ! 
Katarina - RM28 RS6V XWJ! 
Jake - 8M1R RSKV XWJ! 
Tarquinn - RM1RRSFV XWJ! 
Olaf - 8M18 RSTV XWJ! 


The next lot let you play through the game as Snake 
with a fully powered-up car and lots of money. There 
isn't enough room to print codes for all of the 
characters but with a little work you should be able to 
work out the sequences I used to get the codes and 
figure it out for yourself. If you can't be bothered, just 
stick with Snake. 


• ZERO TOLERRREE 


Rookie 

Chem IV 

Div A - HQWH T80V XWJ! 
Drakonis 

Div B - Q40H HT23 XWJ! 
Div A - G!!H JN03 XWJ! 
Bog mi re 

DivB-SPFH 7G2BXWJ! 
Div A- J5YH Z70B XWJ! 


Veteran 

Chem IV 

Div A - RQWC T80V XWJ! 
Drakonis 

Div B - G40C HT23 XWJ! 
DivA-QMC JN03 XWJ! 
Bogmire 

DivB-JPFC 7G2BXWJ! 

Div A - S5YC Z70B XWJ! 

New Mojave 

Div B - K5YC Z72L XWJ! 

Div A - T5YC Z70L XWJ! 

NHO 

Div B - B5YC Z71VXWJ! 
Div A - L5YC Z7ZV XWJ! 


pgwrvr 

TOtrORW TO ntiNU 


Warrior 

Chem IV 

Div A - OQWR T80V XWJ! 
Drakonis 

Div B - 740R HT23 XWJ! 
Div A - ZMR JN03 XWJ! 
Bogmire 

Div B - 9PFR 7G2B XWJ! 

Div A - 15YR Z70B XWJ! 

New Mojave 

Div B - !5YR Z72L XWJ! 

Div A - 25YR Z70L XWJ! 

NHO 

Div B-35YR 271V XWJ! 
Div A- V5YR Z7ZV XWJ! 
Inferno 

Div B - 45YR Z713XWJ! 
Div A- W5YR Z7Z3 XWJ! 


Thanks to Robert Singh from Erdington 
for his codes which helped me work out 
all of these a bit more easily. 
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To access the Test Modes 
cheat in the 32X version of 
the game you must do the 
following. 

On the title screen highlight 
''Done!" and press Left, 
Down, Right, Right, Down, 
Left, Left, Left, Left, Right, 
Right, Right. The "Test 
Modes" option should 
appear. Select it for loads of 
secret options. 


• UIRTUn RMinC DELUHS 

Gary and Mark Osborne from Middlesbrough have written in to tell everyone 
how to find the mirror mode. You must finish first on all five courses on 
normal or hard difficulty to get the gold trophies and then go to the mode 
select screen. Highlight "Options" and press Right to reveal the hidden mode. 
Luther from nowhere says that if you get a bit bored of the normal game, 
select Bay Bridge in two-player mode and race in stock cars. Now go through 
about half a lap as normal and towards the end you will be faced with a wall 
where the track splits to go either side of it (just before the bridge). Take the 
left route and as you travel further down the road you will see a large patch 
of grey tarmac surrounded by grassy verges. This patch is very slidey so you 
and a friend can play what Luther calls "It". The idea is to make your friend 
"It" by bumping into him. Just like being back at school. 




fynp 


TT^IE 




m 


m 


• PSMOPmmi 

To get to the sub-games without any real trouble, simply 
pause the game whilst playing on any table other than "Trick 
or Treat" and press: B, A, B, B, A, C, A, C. You will be taken 
straight to the current table's sub-game. 


HOLDERS 


Win-Loss-Tie 


Name 


96 


25 


PINKY 


lO 


70 


24 


SID 


IB 


20 


44 


MART IN 


TRACTOR 


22 


GUMMY 


20 


1 3 


D AMMAN 


• mamma/'34 

This really sneaky cheat will let you win the 
championships with greater ease or will let you 
cancel out any losses against friends when 
playing with the User Records on. 

At the end of a match that you would rather 
wasn't recorded for everyone to see, just turn 
the Megadrive off before "Exit Game" appears 
at the top of the options list and it will be as if 
the game never happened. I would just like it 
known that I have never done this myself. 
Honest, Publius. 


Use A+C to clear ALL win records 
Mo re -► 
































ISSUE ONE 
January 1994 

Exclusive Eternal Champions feature 
and review. Toe Jam and Earl 2. Doctor 
Robotnik's Mean Bean Machine. Virtua 
Racing preview. Street Fighter 2: ulti¬ 
mate 

players' guide. 

FREE! Deluxe book, featuring the first 
shots of Sonic 3 along with the high¬ 
lights of Sonic's illustrious career. 


ISSUE TWO 
February 1994 

Exclusive Sonic 3 review and showcase. 
Castlevania: The New Generation fea¬ 
ture. Sega Multi-Mega 
exclusively revealed! Dracula Unleashed 
review and showcase. Mega-CD pre¬ 
views spectacular! 

FREE! Rather stunning Eternal 
Champions AND Sonic 3 posters! 


ISSUE THREE 
March 1994 

Comprehensive CES show report, includ¬ 
ing first Saturn pictures. Previews spec¬ 
tacular, including Streets of Rage 3, 
Sub-Terrania, Mega Race, Battlecorps, 
Soul Star... and more! Reviewed: 
Ground Zero, Texas, Double Switch, 
Skitchin' and plenty more besides! 
Interview with Lead Sonic Games 
Designer! 


ISSUE SEVEN 
July 1994 

More Megadrive 32X: first casing pic¬ 
tures revealed to the world! Saturn spe¬ 
cial! Dragon feature and review! 
Included in the line-up of top reviews: 
The Incredible Hulk, World Cup USA 
'94, Mortal Kombat CD, Body Count and 
plenty more too! 


ISSUE EIGHT 
August 1994 

FREE! Superb 16-page supplement 
packed with everything you need to 
know about Super Street Fighter II. 
Enormous Mortal Kombat II feature, 
plus first screenshots of the Megadrive 
32X... and even more superb gear! 


ISSUE NINE 
September 1994 

FREE! Top notch Mortal Kombat II 
poster! Exclusive! First look at the lat¬ 
est Mickey Mouse game! Full Mortal 
Kombat II review along with a frankly 
enormous eight page Megadrive 32X 
work-in-progress showcase. 


ISSUE FOUR 
April 1994 

Virtua Racing! Review and 12-page fea¬ 
ture with 

complete course breakdown and pro¬ 
grammer interviews! Stunning Saturn: 
Sega release official shots. Jimmy White 
Snooker exclusive! Reviews include The 
Chaos Engine, PGA Euro Tour, Sub- 
Terrania, Game Gear NBA Jam. 
Treasure feature! 



ISSUE TEN 
October 1994 

Exclusive Urban Strike review and 16- 
page supplement! Reviewed: Sonic & 
Knuckles and Dynamite Headdy - 
they're ace! Exclusive Saturn and 32X 
pictures! Half price games offer... And 
plenty more besides! 


ISSUE FIVE 
May 1994 

Megaarive 32X! 32-bit upgrade 
announced - we interview Sega's 
European Product Director for the 
WHOLE story. Streets of Rage 3: incredi¬ 
ble feature and review. Sonic merchan¬ 
dise round-up. Daytona coin-op 
revealed! 

FREE! Superb 'n' very useful Sonic 3 
mega-map! 


ISSUE SIX 
June 1994 

32-bit special! A look at the future of 
Sega gaming! First Saturn casing pic¬ 
tures! Reviews: The Jungle Book, 
Master System Ecco, Marko's Magic 
Football, Pete Sampras Tennis... and 
more! 

FREE! Four totally exclusive and lovely- 
looking Virtua Racing postcards! 



ISSUE ELEVEN 
November 1994 

FREE! Collectors Item Mortal Kombat II 
all-formats death chart - every fatality 
on every version! Exclusive Lion King 
feature and review. First preview of 
Saturn Virtua Fighter. Probotector: 
greatest blaster ever? 


ISSUE TWELVE 
December 1994 

FREE! Megadrive 32X supplement! 
FREE! The Lion King supplement! 
Exclusive! Doom review and showcase. 
Reviewed: Virtua Racing Deluxe, Star 
Wars Arcade, plus top Christmas 
Megadrive games! 






ISSUE THIRTEEN 
Januaiy 1995 

FREE! Tips Bible - the greatest cheats 
related item in the cosmos! Exclusive! 
First review of Ristar! Plus: we take a 
look at the first Saturn games in the 
UK! Best Christmas buys revealed! 
Doom 32X - best players guide ever! 


ISSUE FOURTEEN 
FEBRUARY 1995 

Exclusive! First review of Metal Head 
on Megadrive 32X! First look at Panzer 
Dragoon and Victory Goal on Saturn. 
Daytona USA also featuredlConduding 
part of the incredible Megadrive 32X 
Doom players guide! 


ISSUE FIFTEEN 
MARCH 1995 

First look at Chaotix, (Knuckles on the 
32X). 32X Mortal Kombat 2 reviewed! 
Showcases on NBA Jam T.E., Story of 
Thor, Skeleton Krew plus Sega on the 
Internet. Street Racer, Road Rash 3, 
Corpse Killer. 
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There's not much to rant about this month, as traditionally, this is the time of year when no one can be bothered to release any new games. 
But fret not, fair render, as there are a couple of corkers this month - K-IBen 2, naturally, and two all-new Shining force aduentures. There's 
loads of Came Gear stuff too, so eueryone who keeps writing in about lock of software can stop whingeing. For a while at least. 
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▲ Nightcrawler employs Cantona-Fu on Mr and Mrs Lumpy. A Beast leaps for the five Golden X-Sparkles but is 


I don't like X-Men 
games. They're 
always completely 
unoriginal/ and 
unfortunately this 
offering is no 
exception. To me 
(a non-X-Men fan) 
all the games 
seem the same, and even 
though each X-Man has a 
different power, none of them 
seem to make much difference 
to the gameplay. Sure, there's 
plenty of levels and it is fairly 
easy to get into, but it's just 
completely unimaginative and 
as far as graphics go, it's 
totally bland. I suppose 
Marvel fans may glean some 
entertainment from it, but 
even they may find it just a bit 
too mediocre to buy. 


Marvel super¬ 
heroes often suffer 
when transferred 
from comic page 
to cartridge, but 

_ Sega of America 

have done a much 
better job of 
transplanting the 
X-characters than they did in 
the first Megadrive X-game. 

In spite of being totally 
unoriginal, X-Men 2 certainly 
stumps up its quota of mutant 
action, and though the range 
of characters isn't as 
comprehensive as I would 
have liked the different 
powers and the wealth of 
levels provide all the variety 
and entertainment the game 
could need. Still, I would be 
surprised if most gamers 
didn't already have some¬ 
thing like this in their 
collection and I find myself 
wondering whether you non¬ 
fans would enjoy it as much 
as True Believers like my 
good self. 











































Turn on the game and you're plunged straight 
into the action - there's none of this title screen 
nonsense. Well, tell a lie, actually there is, but only 
once you've completed the first level. That sure 
beats the hell out of all those Acclaim games 
where you have to wade through a minute's 
worth of pointless screens - but it's irritating to 
find that you've taken several hits before you've 
even sat down and assumed your playing posture. 
This also means that there are no play options 
whatsoever, which isn't particularly big or clever. 
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The X-characters are fairly well represented, but 
they all fall into two distinct camps: those who can 
shoot things (Cyclops and Gambit) and, erm, 
everyone else, who are into close-up combat. This 
isn't so bad, but it would have been much better if 
each of the six had a different fighting style. It's 
also a shame that two of the most popular female 
X-Persons, Storm and Rogue (who are also the 
most powerful) haven't made it into the game. 


The characters are 
authentic comic 
clones. The back¬ 
drops range from 
great to pretty bad 
(witness level one). 


Presentation: 


No options! The title 
screen doesn't even 
appear until after the 
first level. An 
original idea, but 
totally impractical. 


...But there's no 
denying that it plays 
well and is pretty 
easy to get into and 


▲ Wahay, loads of explosions. 
That's what the X-Men is all about. 


A Well, that's not really what the 
X-Men is about. People like Cyclops 
here - they're what it's all about. 


Very odd back¬ 
ground music adds 
atmosphere, but the 
sound effects are 
distinctly lacking. 


Originality: 


Apart from the title 
screen debacle, 
there's very, very 
little originality in 
this game... 


Playability: 


...Even when you're 
up against some of 
the game's tougher 
bosses like Magneto. 
Loads of levels, and 
plenty of challenge 
overall... 


testability: 


A Mind you, explosions are 
certainly what we want to see in an 
X-Men game. Big cosmic bangs. 


...Which adds a 
great deal to the 
lastability. The range 
of characters adds to 
the longevity of the 
title as well. 






iu« 


I n the world of comics, X-Men rule supreme, with 
nine X-titles selling a vast amount of copies every 
month - yes, even more than SEGA MAGAZINE, 
believe it or not.. 

Quite frankly, the X-Men are huge, and their violence-relat¬ 
ed antics and special mutant powers make them ideal for 
conversion onto the home videogames systems. Or so you'd 
think. To be frank, their previous Megadrive outings have 
been a tad flaccid. The original X-Men game was okay, noth¬ 
ing great but quite entertaining, whilst Spider-Man and the 
X-Men from Acclaim was a good game, but abused the char¬ 
acters quite badly. 

This latest X-Men outing follows in the trend of the recent 
Wolverine game in bringing quality gaming and a good feel 
for the comics across to the Megadrive. The characters look 
and move more like their comics counterparts and are given 
more attack moves as well. It's not enough mind you, and 
some of the characters still seem far weaker than they are in 
the comics - Gambit for one and definitely Magneto, who is 
quite pathetic really. 

Still, the game is huge and packed with challenge as well 
and includes a few surprises for players as well, such as 
recruiting Magneto to your cause (although the way you do it 
is frankly unbelievable). 

In terms of gameplay, X-Men 2 isn't overly impressive. 
There's absolutly nothing innovative or original about this 
game whatsoever, apart from the very bizarre and dare we 
say it absurd intro sequence at the beginning (play through 
the first level to get the title screen!). 

Like the original game, X-Men has a simultaneous two-play¬ 
er mode and enables players to select their own combina¬ 
tions of X-Men to play through each level. It's a great idea in 
that you can team up the range-weapon mutants like 
Cyclops or Gambit with a close range power-house such as 
Beast or Wolverine. The problem is that the screen isn't big 
enough for both characters and quite often you end up get¬ 
ting in each other's way. No, solo play makes the game a lot 
easier. 

In the final analysis, X-Men 2 is a good game, but not a 
classic by any stretch of the imagination. Will it appeal to X- 
Men fans? Maybe the total fanatics and the younger follow¬ 
ers, but the average X-Men fan picks up the comics because 
the stories are great and the characterisation fantastic - not 
just for the fight scenes. And that's something that Sega of 
America have yet to realise. 


OVERMI: 

A highly 

unoriginal, 

but 

enjoyable 

platformer. 

Could be a 
fine 

purchase for 
a younger 
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I wasn't too enthusi 
atic about reviewing 
Quarterback Club. 
The thing is, it 
always tends to be 
^ ^ the same old story - 

boring American 
Football game that 
just isn't as good as 
John Madden's. And 
when I found out it 
how similar it was to the Madden 
games I expected even less from 
it. However, I was wrong! 
Quarterback Club is actually very 
enjoyable. All the instinctive 
playability of the Madden games 
is here and the computer teams 
actually behave very intelligently. 
On top of this, the Quarterback 
Challenge and Simulation Mode, 
two features that initally seem 
quite poor, proved to be very 
enjoyable additions. Admittedly, 
John Madden '92 IS still the best 
American Football game around, 
but you'd probably have trouble 
finding it now, and Quarterback 
Club is certainly better than the 
more recent Madden games. Yup, 
I'd say this is the best American 
Football game at the moment. 


I f you can't beat 'em, join 'em. Or so the saying goes. 
Well, as far as Megadrive American Football games 
go, the John Madden series has always proved pretty 
much unbeatable. And it's with this in mind that Acclaim 
have created NFL Quarterback Club. You see, rather 
than trying to compete with that winning Madden's for¬ 
mula, they've practically admitted that it's the best thing 
around. So much so in fact, that they've used the same 
formula in Quarterback Club. 


Now to say that Acclaim have ripped off John 
Madden's Football would be rather strong 
(not to mention potentially libelous). 

However, there's no doubt that Quarterback 
Club and John Madden's Football bear an 
uncanny resemblance to each other. In fact, 
were John Madden's Football to bump into 
Quarterback Club in the street (and here we 
have to suspend disbelief and assume that 
both cartridges can walk and talk), it would 
say "Od's Blood! You... you look like... like 
me!" The two games are THAT similar! The 
same view of the pitch, the same play selec¬ 
tion screen, the same technique for selecting 
which receiver to throw the ball to, the same 
ability to roll, barge, or dive to avoid tackles. 
It's all THE SAME! 

Of course, we don't care whether they copied 
or not. Hell, we're not the Games Police. 
Nope, all we care about is whether 
Quarterback Club is any good or not. And as 
a matter of fact, it is. The same instinctive feel 
that made Maddens so enjoyable has been 
successfully replicated here. Admittedly, 
Quarterback Club isn't quite as finely-tuned 
as Maddens. Receiving a pass, for instance, 
isn't quite as precise as it could be. But to its 
credit, it's far easier to see what's going on 
when running up the field. 

Besides, with the Quarterback Challenge and 
Simulation Mode added to the mix, at the 
very least you've got one of the best 
American Football games around. 
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Take the basic 1 
John Madden look 
and feel, add 
slightly better 
audio-visuals and 
mix in with tons of 
new and quite 
interesting modes 
of play. What do 
you have? Acclaim's NFL 
Quarterback Club, that's 
what. In its favour, it must be 
said that this matches up to 
the magnificence of Madden - 
mainly because in terms of 
gameplay and execution, it's 
virtually the same. However, 
the introduction of new fea¬ 
tures such as the historic simu¬ 
lation mode and Quarterback 
Challenge are appealing, 
adding to the solo-player 
enjoyment. I agree with Tom - 
if you are after a new 
American Football game, this 
is a great buy, but be sure to 
scour the bargain buckets for 
the superior Madden '92 first. 


Adding to the usual American 
Football fare is the Quarterback 
Challenge option. This allows up 
to five players to select a famous 
quarterback each and battle 
against each other in a series of 
quaterback-skill testing competi¬ 
tions. It's all rather like American 
Football Olympics and proves 
suprisingly enjoyable, although 
the skills you develop are ulti¬ 
mately useless in the main game. 


One interesting feature of 
Quarterback Club is the 
Simulation Mode which allows 
you to take part in 30 famous 
scenes from American Football 
history. For instance, in 1976 the 
Raiders won the Superbowl 
beating the Steelers. However 
with only 3 minutes 50 seconds 
left, they're losing 28-14. Can 
you win from this situation? 


▲ Dirty players should 
activate the mud option. 


INTERCEPTION! 


A Interception! The defense suddenly turn the game around with 
the little-used Snowball Blitz play. 


Presentation: 


Plenty of neat stats 
screens, digitised 
quarterback pics and 
on-screen instruc¬ 
tions. Impressive, 
most impressive. 


The in-game 
graphics lack the 
realism of the 
Madden games. 
They are still clear 
and practical though 


White sound crowd 
noises and rather 
embarassing tunes. 
A lack of good 
quality stadium 
sounds. 


Originality: 


Highly unoriginal 
gameplay, however 
the Quarterback 
Challenge adds a neat 
twist to the normal 
Madden-style fare. 


Playability: 


Using that Madden- 
style formula was 
an ingenious idea. 
This is a very 
instinctive and high 
ly playable game. 


On Rookie the com¬ 
puter teams provide 
a relaxing challenge 
Higher setting prove 
extremely tough 


ten 
agaii 
new 
i this 
One 


Suft . 122, 1-J-IC Tht Ro l durj. 

won hhtir li*r Cuptr Dow I I- 
ytor . bur ucrt doun 28- l*-f 

Fhe sreeiers win. 3tsa ief 
ai ou. con you r one rt.e 
Raiders. now win. Hosrerie 
r o r Rt bm win. 


A Fine pair of legs on 
this fellah. Lookit him 
run! Go honey, go! 


A Which lucky letter 
will receive the ball? 
Press A, B or C now to 
decide, readers! 


A There's the snap! Ooyah! 


A Number 77 cops the lot. Right in the gob. 


A No! No! The ball! Get the ball you fools! 

























































Listen 

Earth-boxer, 
my name is 
Preenk-12. I 
come from a 
distant world. 
A very distant 
world. A very 
very distant 
world. It's a 
long way 
away. 


My god, what kind of creature are 
you, with your green translucent 
body and strange bulbous blue fists? 


1 


A sure sign of boredom must be when you sit through 
an entire edition of Strongest Man In The World. You 
know, the programme that always seems to be on 
for the half an hour just before a big blockbuster premiere 
hits the box. Going to ridiculous limits, these guys will 
throw any inanimate object over a bar to prove their 
worth. But over the great divide in the US of A things are 
done just a little differently. 

Forget your caber tossing; ignore the monster truck towing; and as 
for the car battery lifting... nope, our Transatlantic cousins would 
rather slug it out man to man in a boxing bout from beyond known 
as the Toughman Contest. A contest in which 24 examples of pure 
meathead queue up for the chance to pulp each other into the 
ground until one final and clear winner has been victorious. So it's 
hardly surprising that the kings of sporting games titles, EA, have 
taken the opportunity to release the Megadrive's answer to Super 
Punch Out on the Super NES. 

To date, Toughman Contest is the largest game to be released by 
EA on the Megadrive. A sizeable amount of memory you may cry, 
but the size and animation of these huge sprites soon sucks up the 
MEGs. For indeed these characters are quite massive for a console 
game. In total you have the chance to select from 24 boxers — 
each originating from a different part of the globe and displaying 
individual strengths and weaknesses. And although there's nothing 
particularly ground breaking in these options, the twist in the tale is 
that each player has the chance to pick his own special moves. 
Ranging from the standard Super Upper Cut and the Power Jab, to 
animated antics like the Windmill Wind-Up and the Popeye Punch, 
the moves are activated during any bout through a combination of 
D-Pad movements and button presses a la MK and Streetfighter. 

But for all this potential in terms of memory and novel features, 
Toughman Contest really doesn't even get through the first round 
when it comes to gameplay. Lack of timing seems to be the major 
fault, and whether this is down to the size of the sprites or a flaw 
in the control system, the result is unforgivable. Quite simply the 
game lacks precision and cleanness. In other games with special 
moves, when you pull off the move, you expect to be rewarded 
instantaneously for your efforts. Yet in the case of Toughman, it 
happily chugs along until it can catch up seconds later with the 
selected making a late appearance. All in all the player never gets 
to feel as if the moves are really making contact with the other 
character. 

From the outset Toughman Contest was an ambitious project, and 
should be commended for its efforts to bring this style of game to 
the Megadrive. But the size of the game is just too much for a 1 6- 
bit system to cope with. Not a contender when it comes to 
demanding your hard earned cash. 
































▲ What's more, your brain is a red boxing glove. 




SaL: 


▲ It's not good, Mr Benson. Our X-rays show you have blue kidneys. 


common 


So EA have decided to 
utilise an enormous 
32-meg cartridge for 
their latest sports 
sim. I mean, 32- 
— —, MEG?!? I can see 

where it's gone 
because the 
characters on-screen 
t - are of excellent detail 
- with tons of decent 
animation. The sound too is suit¬ 
ably impressive. But of course, it's 
the gameplay that counts, and I'm 
afraid that this doesn't really make 
the grade. It's all very well having 
enormous sprites, but if it results in 
a simulation as unresponsive as 
this, we're in trouble. I had a fair 
amount of enjoyment from this, but 
in the end it just isn't really worth 
buying. 


commEm 


It's clear to see what 
EA were trying to pull 
off with Toughman 
Contest, and in theo- 
; ry it could have 

I < worked as well as 

Super Punch Out on 
the Super NES. But as 
with the actual sport 
and the contenders 
alike, to much weight 
and stodge means a sharp visit to 
KO central. Unfortunately 
Toughman is carrying far too 
much weight, resulting in a 
cumbersome, but reasonably nice 
looking boxing sim. 


Presentation: 


The intro sequence is 
quite impressive, but 
as for those poor 
helpless scantily clad 
female sprites in 
between bouts... 


Beefy character 
sprites that look 
really impressive. If 
only they weren't so 
sluggish and had 
better backdrops to 
perform in front of. 


Good solid punches 
and other violent FX 
that really add to the 
feel of the game. 


Originality: 


A reaction to Super 
Punch Out on the 
SNES, but one that 
comes nowhere near 
competing. 


Playability: 


You never feel as if 
you are connecting 
when hitting an 
opponent, and the 
special moves are 
too random. 































































QSSHO 




In his more private moments, Asterix lets his 
female side out. Close friends know him as Debbi. 


G ames based around comic book characters 
have always proved popular and is it really 
suprising? After all, who really wants to 
trundle around some sickly grassy hillock plat¬ 
form levels as plain old Casper the Chipmunk 
when you could be swinging from rooftop to 
rooftop as the Amazing Spiderman? Or flying 
over the streets of Gotham City in your Batwing? 
Or even trundling around some sickly grassy 
hillocks as Asterix the big-nosed French dwarf? 


Okay, so perhaps Asterix isn't quite as dynamic a comic 
character as some of those costumed superheroes, but 
his books are still highly entertaining stuff, filled as they 
are with hilarious plots and magic potion enhanced 
super-battles against the Roman Empire. In fact, they're 
perfect material for a top-notch platform game. So it was 
all the more disappointing that the original Megadrive 
Asterix outing (Asterix And The Great Rescue as if you 
didn't know, Gaul-fans - Tom) didn't have any of those 
classic comic book moments. A simple platform affair, it 
was merely a case of Asterix or Obelix wandering 
through the Gaulish village, or wandering through some 
abstract level that was supposed to be a Roman fort, or 
wandering through some abstract level that was sup¬ 
posed to be Rome, or wandering around underwater. 

Yep, it was very poor indeed. Well thankfully, Asterix And 
The Power Of The Gods has a little more substance to it. 
For a start, there's a plot. Not your simple 'rescue the 
druid Getafix' kind of plot either. Nope, more of a 'rescue 
the Chieftain's shield' plot. However, rather than just 
being a weak reason for Asterix to wander across a thou¬ 
sand levels, it does actually tie all the levels neatly 
together, with certain tasks having to be carried out 
before other levels are opened up. For instance, Asterix 
has to find a legionary disguise before he can enter a 
Roman fort. But to get the disguise he has to find a huge 
catapult in the forest and fire himself into another fort 
first. Get the picture? 

Unfortunately, this ambitious effort to create an Asterix 
game that's faithful to the books doesn't quite come off. 
The levels, although nowhere near as cobbled together 
as in the previous Asterix game, are still rather bland. It's 
still just a case of wandering around bashing any strate¬ 
gically-placed Romans that get in your way, with very lit¬ 
tle original elements to spice up the action. 

This isn't to say that Asterix And The Power Of The Gods 
is a bad game. It certainly isn't, but it isn't that great 
either. So that puts it somewhere in between. Above 
average is probably a fitting way to describe this game. 
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To be hon¬ 
est, I can't 
say I 
enjoyed 
this game 
much at 
all. The lev¬ 
els are all 
suprisingly 
uninspired, 
with little 
more to do than beat up 
Romans and open doors by 
finding their hidden switch¬ 
es. Very standard stuff. On 
top of this, the game is 
infuriatingly difficult. It's 
too easy to get injured, 
some baddies kill you out¬ 
right and there are even 
lethal collapsing floors 
which look identical to any 
other bit of floor. On top of 
this, the controls are quite 
fiddly, lowering your 
chances of survival even 
more. Add to this the fact 
that it's not very obvious 
when you've completed the 
objective of a level - thus 
you wander aimlessly 
around until bored -and 
this is one game I have to 
say I wouldn't buy. 


By Toutatis! Obelix isn't doing what 
I think he is, is he?... 


...Nah, he can't be. I mean Obelix 
doesn't have any, you know, bits. 


Personally I 
don't see 
what 
makes 
Asterix 
such a hot 
property - 
he's not 
THAT funny 
is he? - but 
even if 
you're a real nutter for the 
cartoons I think you'd be 
hard-pressed to get much 
fun and excitement out of 
this game. It's blatently 
unfair about the way it 
treats the player, it's tough 
to control and likes to 
smack you with a dose of 
certain death just when you 
least expect it. Admittedly 
the gameplay has a bit 
more to it than the previous 
Asterix-stinker, and the 
graphics and sound are fine 
but paying money for this 


...Unlike Asterix, his are huge. I 
mean just look at the size of that ball. 


Presentation 

There's a lengthy 
intro lifted straight 
from the comics 
and plenty of little 
comedy touches. 


Although the sprites 
do resemble their 
comic counterparts, 
they're suprisingly 
small. The backdrops 
are fairly average. 


attempt to 


Asterix to 
the 

Megadrive 


Rather nifty classical 
tunes spice up the 
game together with 
some reasonable 
spot-effects. 


Originality: 


There's nothing here 
that hasn't been see 
in other platform 
games before. 


Playability: 


Fiddly controls make 
it a bit tough to get 
to grips with. The 
actual platform fare 
is rather average. 


Challenge: 

It's certainly a tough 
game. Working your 
way through the 
game is going to 
take some skill. 


Instability: 

There's a lot of game 
here and the game 
does pick up as it 
progresses. You may 
iose interest before it 
does though. 


ICfiODS 




























































Hey old man, 
what have you 
got in your 
hands? You'd 
better show me 
old guy or I'll 
give you a beat¬ 
ing with my big 
purple trenchcoat. 


Much purple-trenchcoated 
wandering action going on here. 


Armed with my big purple trenchcoat and scampy, my trusty 
hound who lives within my coat, I shall battle all evil! 


millllllqiil Not exactly the most 
obvious film to 
— licence. Acclaim cer- 
g * tainly haven't done 

| 1 “vl themselves any 

favours by burying 
this enjoyable game 
under some of the 
worst graphics this 
side of a Master 
System. All the 

sprites and backdrops are particu¬ 
larly weak and reminiscent of 
Sega 'Master Of Darkness' thanks 
to their limited palette and bland 
backdrops. The game itself, 
though, is more than adequate 
fare. Collecting spells and blasting 
huge spiders and lizards with fire- 
bolts is entertaining enough, and 
the levels are large and full of 
things to use and avoid. In fact, 
my only main gripe regarding the 
playability is that the spells are a 
bit tricky to pull off when you're 
under attack — surely there was 
an easier way to cast them? 
Despite this, though. Warlock is a 
playable game which, due to its 
crap aesthetics and dated licence 
probably won't get the attention it 


32I11EG 


RELERSE 

APRIL 


PLOVERS 


Warlock. I'd seen the 
game last month for 
£^ its preview and I 
■ * B came away singular- 

^ J ly unimpressed with 

the slow, plodding 
platform gameplay 
and the quite unbe¬ 
lievably pathetic 

graphics (apart from the lightning- 
lit face - that's all right). The sound 
too is awful, come to think of it. 
Once I'd given the game a quick 
play my opinion of the title went up 
considerably. Yes, its AV qualities 
are crap, but the gameplay itself is 
actually quite involving. The thing 
is, though, that Warlock just isn't 
worth the money - even though it's 
a comparitively cheap cart. With all 
the discounting go on at retail, 
there are some incredible bargains 
around that I'd check out before 
looking at newer fare of this 
quality. 


Caption caption caption caption caption caption 




















Presentation: 


Not exactly plentiful, 
but the scene is set 
by a short intro. 


Awful. The sprites are 
weak and the colours 
and backdrops drab 
and lifeless. 


Well, the odd leaping 
effect but the rest is 
very weak. 


Originality: 


Seen it all before, but it 
looked better then... 


Playability: 


The levels are 
packed with things 
to shoot, and the 
action comes thick 
and fast ensuring 
you don't get bored. 


Ook, aak, aargh! I'd 
better not spill my guts on 
this lovely purple fun fur. 


7E 


Id 

B m 11 HI run 

73 





Wmk\ 



































I f you've ever played a Shining Force 
game, you'll know that they're just bril¬ 
liant. Not only are the storylines great, 
there's loads of fighting, plenty of treachery 
and sometimes there's even a bit of (aahh) 
romance. So why didn't Sega bother releas¬ 
ing two of their Game Gear versions in this 
country? Well, no doubt it has something to 
do with the niche market over here, so 
instead, they decided to convert them both 
to the Mega-CD for a two-in-one extrava¬ 
ganza. And jolly nice it is too. 

Although role playing games are usually quite dull 
and tedious, there's something about the Shining 
Force series that's a little different. The stories are 
a lot better for a start, and because the same char¬ 
acters pop up in each adventure, you feel a certain 
brotherly camaraderie for each and every one of 
'em. And the best thing about 
Shining Force is its unique fighting 
system. In most RPGs, they are the [jS 
most tedious aspect of any adven- WjkssaBan 
ture, purely because they make the 
gameplay so stop-start. In Shining 
Force, the fighting is instantaneous ! 
and fluid too. ****om*^^ m 

So, it's a good job that for these 
two new (ish) adventures, all the 
best parts of Shining Force have 
been faithfully recreated. You get 
your battle sequences, your good 
vs evil plot and your fair share of 
wandering around the wilderness 
with nowt but a knife and a bit of 
string. And you get it all twice of 
course. Which, it can't be denied, 
is great value for money, although I 
it doesn't come without its prob¬ 
lems. 

For starters, you can't have two 

games on the go at once - you 

have to play one then the other. At 

first this doesn't seem very important, but what if 

you want to play both games together? What if 

there are two of you? What if you get bored with 

one and fancy starting on the other? The silly thing 

is, there's no reason why you shouldn't be able to 

play both of them, as it's just a matter of accessing 

the disc at the right place. 

Apart from this minor nig- I 
gle though, it's business 
as usual for the Shining 
crew. There's nothing 
more, and nothing less 
than you'd expect, and of 
course, it's all of the same 
high quality witnessed in 

you already have a cou¬ 
ple of these games in 
your collection, or you 
just don't like RPGs, you 
may want to look else¬ 
where for your entertainment fix. 


Of course! You don't think 
Pd miss out on a.U the. 
adi>enture, do you ? 


What!? What do they 
want with us? 


rU be glad to get them for 
you. They’re my favorite 
stories 1 . Here.. 


11 point s of damage! 


SAbAUEL’ has suff&r&d, 
3 paints of damage* 


So this is tf-xi g max! Shim 
Force that U’iJJ save 
Gardiana?! 


















































Presentation 


Brilliant. All the char¬ 
acters have their 
own stats screens, 
and there's loads of 
story screens too. 


^ I've played 

B Force games 

B ,-jjp ji to date and 

they're 
among some 
of the best 

I N 1 1 1 j [ i ] j games ever 

developed 
for the 

Megadrive. This CD offering is 
much the same as the last two 
adventures, although it does 
seem as if there's more empha¬ 
sis on the fighting scenes than 
there was in the last two 
games. Unfortunately, it's this 
feature that lets the title down. 
There's hardly any emphasis on 
the story at all, and the endless 
fights do become quite tedious 
after a while. It's still a great 
game though, even if it's not 
quite up there with the rest of 
the Shining Force titles. 


Graphics 


The Shining Force 
series has never 
been renowned for 
its graphical excel* 
lence, but these do 
the job nicely. 


See anything you tike? 


The shopkeeper offers some 
under-the-counter services. 


The usual epic 
soundtracks mixed 
with lots of great 
spot effects. It's of a 
much higher quality 
too, being CD sound. 


Originality 


There's some new 
characters in there, 
but for the most part, 
it's exactly the same 
as the other SF 
games. 


The same old icon-driven 
options as seen on the Megadrive. 


Easy to get into and 
impossible to put 


Sam may be a 
— big fan of the 

Shining Force 
L B games, but 

"V 1 I'm an even 

bigger fan. 
So I was 
especially 
looking for¬ 
ward to this 
compilation of 
the two 

Japanese Game 
Gear titles. There's 
no doubt that they're 
fine games and fans of 
the original Shining Force 
will especially like seeing 
the characters return. 
^ However I can't 
say I find them as 
compelling as the two 


It's the brilliant dialogue that 
makes Shining Force such a joy. 


Some of the battles 
are pretty tough, but 
there's plenty of 
opportunities to save 
your game. 


Instability: 


Finished one game? 
Well, why not start 
the other - there's 
months of playability 
here. 


£ Megadrive outings. Being 
on Mega-CD, I hoped 
these games would have 
smart animated graphics 
and sound to compli¬ 
ment the brilliant 
gameplay, perhaps 
touching the kind of pre¬ 
sentation Snatcher enjoyed, 
but no. Good games, sure, but 


Another great 
episode in 
the Shining | 
Force saga, 
although 
not as 

polished as * 
the other 
adventures. 


WEND V MRGi 






































T he best thing about Sonic is 
that he's so fast, right read¬ 
ers? But just imagine - IMAG¬ 
INE! - how fast he would be if 
he was driving a fast car! Oh 
boy! Too much! Anyway, for 
you nutty Game Gear speed 
freaks here's an equally nutty 
opportunity to take control of 
Mr The Hedgehog and six of his 
best buddies/mortal enemies in 
a Nutty Road Race To Glory, in 
which the prizes are the Chaos 
Emeralds. 

Sonic, Tails, Amy Rose, Knuckles, 

Robotnik, Metal Sonic and Nack the 
Weasel all feature in this 3D road 
racer which obviously owes much of 

its inspiration to Nintendo's Super Mario Kart. There are three 
leagues of six tracks to master, either against your choice of three 
computer opponents or a linked-up human pal. 

Once you're on the road, it's just a matter of putting your foot 
down and dodging around the other drivers and the obstacles on 
the road until you pass the finish line - in first place, with any 
luck. 

To liven things up, the computer drivers drop more obstacles in 
your path, but if you can steer your little buggy over a road sign 
you can turn the tables with a Sonic-type power-up - sparkling 
invincibility shields or spinning leaps, for example. To further 
liven things up, all the tracks are set in Sonic-type levels with 
names like Emerald Hill, Casino Night and Death Egg. 

The funny thing about this game is that all the livening-up bits 
seem to work quite well, and obviously a bit of effort has gone 
into giving particular tracks appropriate features and scenery. It's 
the fundamentals that let things down though in several respects. 
For starters, the control is a bit dodgy and you often find yourself 
careering off the road even though you're cornering well and 
you've let your finger off the accelerator. This is quite frustrating. 


▲ Yipe! Tails better 
watch his tail! 
Robotnik's coming up 
on his inside! 


A Sonic finally gets a screenshot to 
himself but the best he can do is 
nearly fall of the road on the Death 
Egg circuit. It's not like the old days. 


A Uh-oh! Mr 
Guard is giv¬ 
ing our mys¬ 
tery player 
(on the left) a 
good seeing- 
to. And he's 
only the first 
opponent! 


O ' course, in ancient Phoenicia 
they had to make their own 
entertainment. No telly. No video 
games. No Power Rangers action 
figures. All they had for fun and 
games was a bag of stones. And 
sometimes they didn't even have the 
bag and had to make do with the 
stones. 

Necessity being the mother of invention, 
the Phoenicians came up with a way to 
turn their stones into a jolly game, which 
centuries later, Sega turned into a jolly 
Game Gear title, and the title of that title 
was Columns. Not content with doing it 
once, Sega have done it again, but this time they've put more effort 
into it and created SUPER COLUMNS! 

In the first game you just had to link together tumbling jewels into 
like-coloured 'columns' (hence the name). This was all very well, but it 
did get a tad dull eventually. For the Super version, Sega have added 
things like the ability to rotate the tumbling columns, as well as just 
juggling the order of the jewels around. Also, there are special stones 
which destroy whole lines of stones, or particular colours. 

The most significant addition to the game is the Story Mode, in which 
you have to throw a Phoenician spanner in the works of evil Middle 
Eastern merchant, Surhand, who's about to take over everyone's 
minds with a sacred amulet. But how to defeat this dangerous charac¬ 
ter and his many henchmen? Swords? Magic eye beams? No! Your 
only chance is to defeat every one of them at a game of split-screen 
Super Columns. And these guys can employ their own kind of 
Columns sorcery, dropping space-hogging monoliths into your pile of 
stones, just to make things difficult. 

And difficult it does... er... make things. Certainly much tougher than 
the first game, that's for damn straight sure. In fact just getting past 
the first junior guard in Story Mode, whom you'd expect would have 
just enough brains to hold his spear upright, is a real mutha of a chal¬ 
lenge! 































































































































common 


I've long since 
grown bored with 
these tile-matching 
games, but I will 
admit that Super 
Columns isn't bad 
at all. It's definitely 
got more entertain¬ 
ment value than the 
original game, and 
the Story Mode is very entertain¬ 
ing, though probably not for 
simpletons. It must be said, how¬ 
ever, that it's not vastly different 
from Mean Bean Machine, which 
on reflection, was more fun to 
play simply because the silly 
ambience made everything seem 
more lively. 


commoiT 


When Columns was 
first released on the 
Megadrive, it was a 
m m % pretty good game, 

I . M but then Mean Bean 
Machine was 
released - a far 
superior title in my 
opinion. 

Unfortunately, Super Columns 
doesn't expand on the traditional 
puzzle concept in any way, and 
although it's still fairly good fun 
(and cheap too), Mean Bean 
Machine is just of much higher 
quality, and it's more frantic too. 


common 


As Super Mario Kart 
showed, putting a 
bunch of everyone's 
favourite platform 
characters into a 
comedy race game 
can pay off big divi¬ 
dends. With this in 
mind I was anticipat¬ 
ing big things from 
Sonic Drift - and I was slightly 
disappointed. Although the 
graphics are superb for the 
Game Gear, packed with vari¬ 
ety, I had real problems with the 
handling of the car. Sonic Drift 
isn't bad at all, especially with 
two players, but it could have 
been a lot better. Perhaps Sonic 
and his pals should stick to plat¬ 
form games, hmm? 


I»t;ilH::|lg >h dear. Now I 
know why Sega 
^— didn't release Sonic 

M • i Drift 1. Although it 
J0 j plays adequately 

and there's plenty of 
variety in the tracks, 
the gameplay feels 
half-finished. And 
although each character can foul 
up the others' race by chucking 
obstacles and the like, you spend 
most of the time attempting to 
take near-impossible corners. I 
really wanted to like this, but at 
the end of the day, for all its nice 
graphics and good road routines, I 
just didn't enjoy playing it really. 
I'd spend my cash elsewhere. 


A Young Miles suffers 
a nasty tumble but is 
promptly dumped back 
on the track. 


Presentation: 

Lots of options, and the programmers 
have played on the game's Middle Eastern 
origins nicely. 

Graphics: 

Nothing flash, as you'd expect, but tidy 
and all the bits that could look good do 
look good 

Sound: I* - 

The background music is full of eastern \ - 

promise. - 3 


Originality: 

Not very original 
other puzzle gait 

Playability 

Fun to play ana I 


Not very original. Borrows bits from lots of £ 
other puzzle games. 


play and lots of nuances to master. 


Challenge: 

Certainly not for half-wits. 


3 Instability: 

One of those games that you get out again 
and again. 

WKMt&mr i 
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A clever variation on the original, but 
no better than Mean Bean Machine. 


Presentation: 

Typically jolly Sonic thumbs-up title 
screens. Decent options selection. 


The 3D effect and the characters aren't 
bad, but the small road display means you 
don't see much of the road ahead. 

Sound: 

The usual tinkly effects but the tunes could 
have been mixed by MC Game Gear him¬ 
self. 

Originality: 

Obvious similarities to Super Mario Kart, 
but there's not much like it on the GG. 


Playability: 

Too frustrating to be really enjoyable in 
GP mode, and not very exciting in time 
trial mode. 


Tough to play, but for the wrong reasons. 
A lot of time is spent careering off the side 
of the road. 


testability: 

If you can play in link-up mode there 
might be some prolonged fun, but not oth¬ 
erwise. 


Looks great, sounds fine and plays pret 
ty well. A bit more playtesting could 
have made this a classic. 









































































































Hiding in that tree isn't 
going to help America. 


Smarmy get. 


Oh dear. 
He's dead. 


Ooh look, it's one of 
those naughty terrorist 
chappies! 


T rue Lies: easily one of the film 

highlights of 1994, although it had 
more than its fair share of dubious 
stereotypes, and immoral goings-on. It 
was released into the video stores at the 
end of last month, hence this Megadrive 
conversion - carefully released to coin¬ 
cide with all the fresh hype. 


Of course, the big question is: does it 
compare to the film in any way, even a very 
small one? Well, that, as they say, is largely a 
matter of opinion. If your opinion is that by 
bunging a few digitised pics of Arnie et al in 
between levels you'll have one of those game- 
of-the movie-things, then you'll no doubt be 
rather chuffed with this offering. But if you 
think there's just a little more to it than that, 
then you may be sorely disappointed. 

You see, although True Lies is a pretty good 
shoot 'em up in the style of Chaos Engine, it's 
not very similar to the film at 
all. So by rights, it should be 
called Complete Lies. But hey, 
maybe we're being just a 
little too harsh here (not to 
mention a bit sarcastic). Let's 
start again shall we? 

Taking the role of special 
agent Super Arnie, it's up to 
you to stop those horrible 
nasty terrorist types from 
destroying the World As We Know It. Which 
according to Hollywood types is only in 
America anyway, so us Brits don't have much 
to worry about. To do this Arnie must com¬ 
plete various different missions although the 
main one involves tracking down religious 
fanatic Aziz. Although there's no real 
reference to the film, each level does loosely 
follow the movie's plot, so you get your Arnie 
at the party scene, Arnie in the Shopping mall 
interlude and Arnie running around the forest 
with a huge gun mini-series. Naturally, being 
Arnie, he doesn't really do anything else apart 
from run around shooting people, but that's 
fine, well up to a point anyway. It does 
become a bit bland after a while though - 
mainly because there's no strategy involved in 
the gameplay. 

True Lies is a good enough title that looks a 
bit dated when compared to the greats of the 
genre such as Chaos Engine and Cannon 
Fodder. It's good fun for a while, but it's 
hardly a true representation of the film and 
ultimately, it's just a bit too shallow to have 
any real lastability. 



















































This is no time to use 
mobile phones, fool. 


Just drive the bloody 
thing, will you. 


Harry ewerges f r oh the- ■ cy 
waters and on-bo t he Chateau 
grounds undetected. 


That's supposed to be Arnold Schwarzenegger. 


At first, I 


this game 


M quite good 
- it seems 
to follow 
the film 
plot and 
was fun to play too. But 
after getting through the 
first couple of levels, 
nothing seemed to change, 
and the action became 
extremely repetitive. In 
addition, the links with the 
movie become more and 
more tenuous - in fact the 
whole game just seems to 
be poorly designed. 

True Lies was one of the 
most exciting film releases 
of last year, and this game 
really doesn't do it justice. 


commEiu 


After blast 
ing my 


Cannon 
Fodder and 


RICHARD 

LERDRETTER 


Engine, you 
can't blame 
for me for 
being a bit disappointed at 
this offering. All the levels 
are exactly the same, 
there's not enough 
weapons and there's no 
game atmosphere at all. At 
best this game is average, 
but even then I'd avoid it if 
at all possible. 



Presentation 


Loads of little bits 
added on to the 
gameplay to make 
you really believe 
that this is a true 
representation of the 
film. It doesn't work 
very well. 


Graphics 


Some nice digitised 

f lics of characters 
rom the movie, but 
the in-game graphics 
just about manage to 
hold their own. 


Ooh dear. Sadly 
lacking in this 
department. 


Originality: 


Adds nothing to the 
genre, and seeing as 
even the movie was 
ripped of from some¬ 
one else, it's not 
very original either. 
Some okay 3D sec¬ 
tions though. 


Playability 


Seems great at first, 
but after three or 
four levels of the 
same gameplay, it 
becomes slightly 
tedious. 


Challenge 


Bloody difficult. You 
only get three lives, 
and although there's 
a password option, 
getting through each 
level is pretty diffi¬ 
cult. 


Instability 


It's a bit too frustrat¬ 
ing to last very long 
and even if you fin¬ 
ished it, you 
wouldn't want to 
play it again 


OVERRLI 


it's not a 
patch on 
the movie, 
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'~f' : A Fly, Ecco! Fly, beloved sea mam¬ 

mal! As only a magic dolphin can! 

lommaiT 


There's no 
doubting 

£ ^ ^ that the Ecco 

1^1 Series 

jl contains 

some of the 
best games 
ever 

developed 
for the 

I [ | [ | j i 1 1 ] I f Megadrive 
and Mega- 
CD, and 

because no one has really tried 
to copy them, they've remained 
pretty original. I'm not quite as 
big a fan of Ecco as Rich is, 
purely because I find the game- 
play a bit frustrating and 
monotonous, but then I've 
never been a huge fan of puz¬ 
zle games anyway. However, if 
you're looking for a top quality 
adventure that offers weeks 
and weeks of gameplay plus a 
bit of brain strain, then Ecco is 
your man. I mean dolphin. 


A Ecco meets 
some of his 
big-flippered 
ancestors at 
SeaWorld 
2299. 


olphins are great aren't 
Ithey? They're so much more 
streamlined and stealthy 
than regular ocean-goers that 
they don't leave a wake when 
they swim. The dream centres of 
their brains are larger than those 
in humans. And, best of all, they 
always put on a happy, smiley 
face for the kiddies. 

Ecco the dolphin always brings a bit of 
cheer to the faces of tearful Sega 
owners, and here he (she?) is, back 
again for another sub-aqua 
escapade, this time in 
the Mega-CD re¬ 
working of last year's 
Ecco II. 

What we find is this: Ecco has returned 
from his first trip through time and 
space which resulted in the destruction of the Vortex aliens, 
and he's now back in home waters living the dolphin high 
life. Little does our hero know that the queen of the Vortex 
aliens has followed him back to Earth to set up a hive and 
breed enough new Vortex warriors to help her seize control 
of the planet. 

Once again the fate of Earth's oceans is in Ecco's flippers. 
Using his cetacean nouse, Ecco swims around underwater 
danger-mazes, avoiding toothy sharks and poisonous 
molluscs, and 'singing'. Not old Marc Almond numbers, but 
mysterious dolphin messages which elicit clues from the 
friendly local cetaceans, and destroy the mystical crystal 
glyphs which tend to block his path to the next level. 

If you've read the Ecco 2 review in issue 11 we don't have 
much new to tell you. The action is basically the same as in 
the first Ecco game, but with a few new features, such as an 
extra speed-up control and the ability to broadcast songs in 
several directions at once if you collect a power-up. There is 
much more variety than in the original game, though, and 
the gameplay seems to change slightly every couple of 
levels, from solving puzzles underwater to flying, yes, 
FLYING, through tricky airborne mazes. The graphics are 
much improved over the original Ecco game, and this CD 
version of Ecco 2 also packs some mean musical muscle, 
in the form of dreamy background tunes. 

So, the message is clear: if you don't already 
have the cart version of Ecco 2, don't be put off by 
the apparent soppy wetness of it all, because it's actually 
one of the best Mega-CD products around. 


commEm 


Dolphin Love 
is nothing to 
be ashamed 
of as far as 
_ I'm 
m concerned, 
and I've 
been a big 
Ecco fan right 
from the first 

I li»] |] :]q | i* ; game. This 
CD sequel 
lives up to 

expectations wonderfully, and 
as well as having all of the 
highs of the cartridge version, it 
has some even higher highs, 
such as the really impressive 
FMV 'history' sections which 
brought forth Corls and Wow!s 
from all who saw them. As in 
the first Ecco CD game, the 
music is suitably ethereal 
(though I don't think I'd buy the 
album). The graphics are 
terrific, though I'm surprised 
that the 3D sections don't seem 
to have been reprogrammed 
for the Mega-CD so the sprite 
expansion isn't as smooth as I 
was expecting. A piddling 
detail, though. Overall this is a 
mighty cool Mega-CD product 
which I for one would be happy 
to have for my own. 


Ecco isn't just restricted 
to sea-going these 
days. A quick time-trip 
to the future introduces 
him to his big-finned 
dolphin ancestors, who 
navigate the skyways 
and lead Ecco to the 
aerial tunnels which 
connect up the Oceans 
of Tomorrow! 


The 3D sections seem 
unchanged from the 
cartridge version. 
They're still enjoyable 
interludes, but it's 
perhaps surprising 
that Novotrade don't 
seem to have repro¬ 
grammed them to use 
the Mega-CD's sprite¬ 
scaling hardware. 
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Like the Mega-CD 
incarnation of Ecco / this 
sequel is gifted with full- 
motion video clips. Hit a 
'History Glyph' and you get 
a very cool ray-traced 
sequence which illustrates a 
crucial plot moment from the 
first Ecco game, just to bring 
novice players up to speed. 
Here we have the bit where 
Ecco met Big Blue, the wise 
old whale. 


Presentation: 

Not overflowing with 
options but the 
'History Glyph' FMV 
shows are 
outstanding. 


Pretty smart! The 
Mega-CD hardware 
doesn't seem to have 
been used in the 3D 
bits, oddly. 


Soothing CD sound¬ 
tracks caress the lugs 
in glorious Q-Sound. 
The effects are pretty 
cool also. 


Originality: 

Still surprisingly few 
Dolphin-based Sega 
games. 


Playability: 

A few little foibles, 
but it's hard to resist 
such an attractively 
packaged 
puzzle/action 
combo. 


The puzzles are 
sometimes made a 
bit too difficult by the 
super-cryptic clues, 
but the difficulty 
curve seems spot-on. 

Instability: 

There's much more 
to Ecco 2 than the 
original game, both 
in terms of variety 
and challenge. 


OVERMI: 

Beyond a 
shadow of 
a doubt, 
the current 
pinnacle of 


▲ Ecco defies 
gravity and 
dodges the mys¬ 
terious Vortices 
of Pain and 
Suffering in the 
Sky Tides level. 


▲ Uh-oh! It's one of the Vortex-kind! Scrag 'im Ecco! 


gaming, 
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H ey dude! Eat my shorts! Oh, that's not right, is it? Same 

kind of thing though, you know, disillusioned youth v The 
System. Only Bart Simpson is cool, and Beavis and 
Butthead, well, they're just sad really aren't they. You know, in a 
funny kind of way. Hehehehehehehehehehehehehe... 

There's some cartoon characters that translate quite well to the 1 6-bit, like 
the aforementioned Bart Simpson. Then there's the rest, who should have 
just stuck to t-shirts and smelly rubbers. Like Beavis and Butthead. At first, 
you'll think that you're in for a bit of a treat - there's even some gags and 
music from the cartoon at the beginning. It's still quite good by the time 
you get round to channel surfing and retrieving half-eaten doughnuts from 
the back of the sofa down at Mrs B's. But then it all goes horribly wrong. 
The jokes are still there (just) but the gameplay is about as dire as it gets. 
You know how Beavis and Butthead don't do anything apart from wander 
around shopping malls and watch TV? Well, that's exactly like this game, 
only the lunkheads are after a couple of tickets to see Gwar this time. But 
of course, this isn't an easy task - the tickets have been eaten by a dog 
who's managed to spew it back up in different parts of the town. To go to 
the concert, they'll have to retrieve every last particle. This means paying 
visits to the yoghourt bar, burger joint, drive in, shopping mall, and even 
stopping by at school for a bit. And I bet every single one of you Beavis and 
Butthead fans can remember all the episodes that featured these locations. 
And I bet you can remember all the jokes too, which is just as well, because 
you won't find them here. 

This wouldn't be so bad (okay it would still be pretty bad) if there was some 
kind of excellent gameplay to back things up, but most of your time is taken 
up avoiding policemen/lithe young women/stray shopping trolleys and fart¬ 
ing to do anything really constructive. The graphics are pretty close to t e 
cartoon though, which is the title's only saving grace. 

The sad thing is that Beavis and Butthead is really good in places, and if 
you like the cartoon, you'll be laughing out loud at some of the gags. It's 
just a shame that the accompanying game is so repetitive and dull. But 
then it doesn't really matter what we say, because it's such a strong licence 
it will sell by the bucketload anyway. 








I don't reckon 
much to the Beavis 
and Butthead TV 
series anyway, so 
all the elements of 
this game that 
would appeal to 
its fans just don't 
wash with me. As 
it is, all I can see is a very 
substandard game. The 
graphics are simply atrocious, 
the sound is pretty pathetic all 
round and the gameplay is 
just goddarn tedious. I very 
much doubt this game would 
have been released if it hadn't 
been for the strong license 
behind it. Which as I've said, 
doesn't impress me much. It's 
the childish, toilet humour I 
don't like. And your mother. 
No yours. No, I think its 
yours. Spender. Pppphhhhh! 


common 


Heheheheheheh 
Beavis heheheheh 
funny hehehehe MTV 
heheheheh cool 
■ ^ 1 hehehehehehe game 

\£J heheheheheheh 

babes hehehehehe- 
heheh burgers hehe¬ 
hehehehe Gwar 
hehehehehe no point 
hehehehehehehe just 
hehehehehe goes on hehehehehe¬ 
hehe for hehehehehe ever hehe¬ 
hehe never heheheheheh ends 
hehehehehe repeat hehehehehe 
until hehehehe dead hehehehe 
this sucks. 


▼ Richard sets off for work. No, 
you do. No, your mother does. 
And your dad. I think not, I think 
it is your dog. No, it's my pony. 
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□ PL SAMPLE’ 
r-e-t: * 



▲ Hehehe, like that's Richard there on the left, that is. 
Hehehe. No, hurhurhur, it's you, it is, hurhurhur. Prrp. 


m'imiwm 


FREE 
SAMPLES* 







Presentation: 

Just like the cartoon! 
With all the speech 
bits and everything! 


Luckily, the graphics 
from the cartoon are 
fairly simple, so 
they've been faith¬ 
fully reproduced. 


Good speech sam¬ 
ples, but in-game 
music is pretty poor 
Actually, make that 
very poor indeed. 


Originality: 

All the presentation 
sections are really 
original, but it's a 
shame that the 
gameplay is so 
unimaginative. 

Playability: 

Initially very 
playable, but 
becomes extremely 
dull after a short 






































































































B RRRRM! Come on Mr Barratt Homes, 
fill up me tipper truck - I've got a 
race to win! BRRRRMMM! NEEY- 
OWWW! Get out of the road you comput¬ 
er drivers! I'm the best tipper truck driver 
in the world, I am, but only victory in the 
Micro Machines tournament will prove my 
superiority to the world of microscopic 
motoring! Those who doubt will be sorry! Around 
the kitchen table! Over Dad's workbench! Around 
the seat on the lawy! Between the sand dunes on 
the beach! I will prevail! 

Or will I? Or will you? Code Masters' sequel to the top-selling GG 
title of last year boasts numerous improvements over the original 
mini-race spectacular, and an increased difficulty level which taxes the 
toughest Micro Machines Master. 

The basic gameplay is the same as ever - race a variety of diddymobiles 
around the house and garden - but this time there are no less than 38 new tracks to 
scoot around in no more than 12 different vehicles! 

As well as the old challenge and tournament modes, there is a Super League, a knockout 
game for between four and eight players, a rookie race, the mega-mix (lots of different 
vehicles) and a really tough Pro Tournament. If you can round up a Gear-owning pal you 
can hook up to his machine, and if you've got a friend but only one Gear, you can still 
play a two-player tourney with the 2-on-l option, which allows one player to steer his 
motor with the cross-key, while the other uses the 1 and 2 buttons. Absolutely brilliant! 


EHTRfl LIFE GRHE■ 


UPER MONSTER 


COLLECT 30 CRRSI 
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▲ The rotating 
corn cob 
doesn't actually 
rotate in this 
version, but 
you've still got 
to remember to 
compensate 
when you're 
steering. 
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Under the books we go! Hooray! Faster, Skippy! Faster! 
The Pirate King is catching up! 


Now this screenshot might not look like much but it 
does in fact show off the bonus game, in which you have 
to find and run over 30 little cars in 30 seconds. 





































































































Press buttons 1 and 2 and 
START white you're switching the 
Game Gear on and you get this 
screen which leads to the hidden 
sub-game, an old Pong-style ten¬ 
nis game for two linked-up play¬ 
ers. Unfortunately, owing to staff 
shortages and leaves on the line, 
we are unable to bring you a pic¬ 
ture of the game itself. Sorry. 


Good and clear. The 
scrolling's great as 
well, with very little 
blur to speak of. 


Presentation: 


Zillions of excellent 
options. Hard to 


Much, much tougher 
than the original 
9 


One of the 
coolest GG 
titles in 
existence. 


1 


Jaunty racealong 
tunes and droning 
engines. 


Originality: 


It's just like the origi 
nal, but with some 
novel tweaks. 


Playability: 


As ever, simple but 
fantastic fun. The 
best fun you'll have 
on the Game Gear. 


Challenge: 


Instability: 


It'll take forever to 
exhaust all those 
play options. 


A Old Walter appears to have put 
on a few pounds since last time. 
He'll be sorry when he's older. 
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4LINKED GOMES «- 

U I Ell SinT s 


OM THE PROGRAMMERS 
- SQUIHKV TEWMIS - 


* I AM PLAVER 1! * - 

CONNECT OTHER GEAR* 


* IT 1 S LIMK-TASTIC#- 


A 'Skippy! This 
ice isn't ice! It's 
icing!' 

'No time to stop 
for a taste now, 
Roger! The Pirate 
King's Tricycle 
Demons are after 
us!' 


By keeping 
the 

gameplay 
simple, but 
adding 
extra 
tracks and 
bumping 
up the 
difficulty 
setting. 

Codemasters have 
managed to create a racer 
that's even better than the 
original Micro Machines. 
Even if you manage to 
finish all the tracks in one 
player mode, the two 
player option (either via a 
link up or with two players 
on one Gear) guarantees 
that this will easily outlast 
most other portable titles - 
even those nice platformer 
ones. An essential title that 
no hand held owner can 
afford to miss. 
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RICHARD 
1ERDBETTEI 


Sonic Drift 
™ ^ isn't a bad 
m racing title, 

0 ■ but this is 

M the one 

that I was 
really look¬ 
ing forward 
to playing. 
Micro 

Machines 2 
is every bit as wondrous as 
I had expected, with all the 
fun of the original game, 
and the bonus of some cool 
new game variations. It's 
also much more of a chal¬ 
lenge, and anyone used to 
trouncing the computer dri¬ 
vers in the first game is in 
for a shock when they take 
on the maniacal nutters 
who bounce you off the 
track in this one. Also the 
circuits are much trickier, 
and it takes quite a few 
runs to get the hang of 
even the earlier ones, with 
their fast 90-degree turns 
and slightly ambiguous 
road markings. 
Undoubtedly, though, this 
is one of the best Game 
Gear games around right 
now, and even if you've 
got the original I'd say this 
is a worthy investment. 




































































next month we've got something 
pretty damned speiial up our 
sleeves, but we can't tell you what 
it is yet. Sorry, you'll just have to 
buy the mag next month to find 


Park, Street Rater, and» 

we're lucky we'll get a peek at the 
new IIHU games for the 32X too. 
And, in addition to all that, we'll be 
bringing you a special report from 

the European Computer 
Trade Shout and there'll be tons 
of news, previews and all the other 
bits and pieces you can only find in 


UUI. YUU UJUII 1 ue UI9U|I|IUIIIICU 

though, that we CMI guarantee. 
Anyway, apart from aur top-secret 
exclusive, we'll finally get around 
to reviewing the new Botmnil 
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PRICE! CHOKS! QUALITY! SERVICE! 



These have made us one of the largest suppliers 
of computer & video games in the country today! 



DISNEY SPECIAL OFFER 

Mickey & Donald + Sylvester & Tweety 

R.R.P. £64.99 .Our Price £35.99 


Addams Family Values.£32.99 

Animaniacs.£32.99 

A.T.P. Tennis.£39.99 

Ballz.£19.99 

Batman & Robin.£CAIL 

Bloodshot.£35.99 

Boogerman.£44.99 

Bonkers.£35.99 

Brett Hull Hockey '95.£35.99 

Brutal.£35.99 

Bubble & Squeak.£32.99 

Bubsy the Bobcat.£18.99 

Bubsy The Bobcat 2.£24.99 

Cannon Fodder.£35.99 

Captain Havoc.£32.99 

Clayfighter.£CALL 

Corporation.£14.99 

Daffy Duck.£32.99 

Davis Cup Tennis.£21.99 

Dino Dini's Soccer.£36.99 

Double Dragon 5.£36.99 

Dragon.£36.99 

Dragon's Revenge.£32.99 

Dynamite Headdy.£35.99 

Earthworm Jim.£42.99 

Ecco 2 - The Tides of Time.£35.99 

Eternal Champions.£19.99 

Fantastic Dizzy & Cosmic Spacehead.£19.99 

FIFA '95.£35.99 

Funk.£32.99 

Fun & Games.£35.99 

Generations Lost.£26.99 

Green Dog.£17.99 

Gunship.£16.99 

Gunstar Heroes.£20.99 

Hurricanes.£35.99 

Incredible Hulk.£19.99 

Indycar With Nigel Mansell.£39.99 

James Bond 007.£11.99 

James Pond 3.£18.99 

Jelly Boy.£32.99 

Jimmy White's Snooker.£25.99 

Jungle Book.£36.99 

Jurassic Park Rampage Edition.£35.99 

Kawasaki Superbikes.£32.9^ 

Kick Off 3.£36.99 

Kid Chameleon.£16.99 

LawnmowerMan.£32.99 

Lemmings 2.£39.99 

Lethal Enforcers 2.£35.99 

Lion King.£39.99 

Lost Vikings.£37.99 


01924 473157 

SALES HOTLINES 

-.OPEN SEVEN DAYS A \ 


FAX ORDERS ON - 

01924 473157 

(24 HOURS A DAY) 


I LINES OPEN 9AM-8PM MON-FRI, 
9AM-7PM SAT, 10.30AM-4PM SUN. 

1 ANSWERPHONE ALL OTHER TIMES. 

ORDER BY CREDIT CARD, CHEQUE 
POSTAL ORDERS OR CASH (PLEASE SEND 
CASH IN A REGISTERED ENVELOPE FOR 
YOUR OWN PROTECTION. 
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NEXT DAY DELIVERY £3.50 FOR ORDERS 
UP TO £50, £5 FOR ORDERS OVER £50, 
PLEASE ORDER BEFORE 3PM TO ENSURE 
IMMEDIATE DESPATCH. 


Lotus Turbo Challenge 2.£17.99 

Marko's Magic Football.£18.99 

Man Overboard.£32.99 

Maximum Carnage.£40.99 

Mega Bomberman.£32.99 

Mega Drive Mouse.£19.99 

Mega Turrican.£22.99 

Michael Jordan's Adventure.£37.99 

Mickeymania.£39.99 

Mickey and Donald World of Illusion.£18.99 

Micro Machines 2.£35.99 

Mighty Max.£22.99 

Mortal Kombat 2.£42.99 

Mr Nutz.£35.99 

NBA Jam Tournament Edition.£CALL 

NBA Live '95.£36.99 

NFL Madden '95.£29.99 

NFL Quarterback Club.£CALL 

NHL Hockey '95.£35.99 

Pagemaster.£36.99 

Pebble Beach Golf.£32.99 

Pete Sampras Tennis.£35.99 

PGA Tour Golf 3.£35.99 

Pitfall.£39.99 

Powerdrive.£31.99 

Power Rangers.£34.99 

Prince of Persia.£19.99 

Probotector.£36.99 

Psycho Pinball.£35.99 

Puggsy.£24.99 

Radical Rex.£22.99 

Ranger X.£18.99 

Red Zone.£35.99 

Rise of the Robots.£42.99 

Ristar.£35.99 

Road Rash 3.£CALL 

Robocop 3.£19.99 

Robocop VS Terminator.£18.99 

Rock 'n' Roll Racing.£32.99 

Rugby World Cup '95.£36.99 

Samurai Shodown.£39.99 

Second Samurai.£22.99 

Shadow of the Beast 2.£16.99 

Shining Force 2.£39.99 

Skitchin.£15.99 

Smurfs.£32.99 

Soleil.£38.99 

Sonic & Knuckles.£39.99 

Sonic 2.£18.99 

Sonic 3.£37.99 

Sonic 1.£14.99 

Sparkster (RKA 2].£32.99 

Stargate.£CALL 

Streets of Rage 3.£39.99 

Super Kick Off.£18.99 

Super Streetfighter 2.£48.99 

Sylvester & Tweety.£23.99 

Syndicate.£35.99 

Tazmania 2 • Escape From Mars.£28.99 

T2: Arcade Game.£17.99 

Thor.£46.99 

Tiny Toons Acme All Stars.£32.99 

Unnecessary Roughness '95.£32.99 

Urban Stike.£35.99 

Virtual Bart.£41.99 

Winter Olympics.£19.99 

Wolverine.£40.99 

World Cup USA '94.£18.99 

WWF Raw.£44.99 

Yogi Bear.£29.99 

Zero Tolerance.£24.99 

Zool.£18.99 


©AMS GEAR 


Asterix & The Great Rescue.£24.99 

Cool Spot.£13.99 

Daffy Duck.£24.99 

Dragon.£25.99 

Dynamite Headdy.£25.99 

Ecco 2 -The Tides of Time.£24.99 

Ernie Els Golf.£24.99 

Excellent Dizzy Collection.£25.99 

FIFA Soccer.£24.99 

Incredible Hulk.£13.99 

Kawasaki Superbikes.£24.99 

Lemmings 2.£32.99 

boN King.£24.99 

Madden '95.£25.99 

Mickey Mouse 3.£24.99 

Mickey's Ultimate Challenge.£22.99 

Mortal Kombat 2.£29.99 

NBA Jam.£29.99 

NBA Jam Tournament Edition.£CALL 

Pete Sampras Tennis.£24.99 

PGA Tour Golf 2.£25.99 

Power Rangers.£24.99 

Prince of Persia.£10.99 

Rise of the Robots.£25.99 

Ristar.£CALL 

Road Rash.£13.99 

Road Rash 2.£25.99 

Robocod.£16.99 

Shinobi 2.£13.99 

Smurfs.£22.99 

Sonic Triple Trouble.£24.99 

S.S. Lucifier.£23.99 

Star Wars.£12.99 

Stargate.£CALL 

Tazmania 2.£24.99 

Terminator 2: Arcade Game.£12.99 

Wizard Pinball.£CALL 

Winter Olympics.£15.99 

World Cup USA '94.£24.99 

WWF Raw.£25.99 

X-Men 2.£24.99 

Zool. £24.99 






Another World 2.£35.99 

Batman Returns.£19.99 

Battlechess.£36.99 

BC Racers.£35.99 

Beast 2.£29.99 

Black Hole Assault.£19.99 

Brutal Paws of Fury..£33.99 

Cadillacs and Dinosaurs.£39.99 

Double Switch.£35.99 

Dracula.£29.99 

Dragons Lair.£39.99 

Ecco 2.£35.99 

ESPN Baseball.£35.99 

Eye of the Beholder.£32.99 

Fahrenheit.£35.99 

Final Fight.£19.99 

FIFA International Soccer.£22.99 

Funk.£32.99 

Ground Zero Texas.£24.99 

Jurassic Park.£36.99 

Lawnmower Man.£29.99 

Lethal Enforcers 2.£32.99 

Mega Race.£32.99 

Mickeymania.£35.99 

Midnight Raiders.£CALL 

Mortal Kombat.£39.99 

No Escape.£36.99 

Nova Storm.£32.99 

Pitfall.£32.99 

Rebel Assault.£39.99 

Rise of the Robots.£39.99 

Skullkeep (Dungeon Master 2].£35.99 

Slam City.£CALL 

Snatcher.£32.99 

Soul Star.£24.99 

Thunderhawk.£19.99 

World Cup Golf.£35.99 

World Cup USA '94.£27.99 
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Megadrive Master System Convertor- 

Play ALL YOUR CLASSIC MASTER SYSTEM GAMES 
ON BOTH THE Magadrives 1 & 2.£19.99 

American/Japanese Mega Drive Convertor ..£19.99 
Heatseeker 2 Joypad - 9 button pad with turbo-fire, 
AUTOTIRE AND SLOW MOTION. BUTTONS ABCXYZ 
ALL INDIVIDUALLY SWITCHABLE PLUS 3 EXTRA 
TURBOBUTTONS.ONLY £13.99 

UFO Arcade Stick with smart card. £CALL 

Ultra 2 in 1 Joypad Works on both Megadrive and 
SNES: 6 BUTTONS WITH TURBO, AUTO FIRE, SLOW 
MOTION AND ADDED THUMB CONTROLLER.£19.99 


Quickshot Python 3. 

Quickioy Propad 2,6 button .. 


....£9.99 

..£16.99 


rtilHlrtL AuMUii ' 1 " A$TER STSTEM 


SPECIAL OFFER 

32X Expansion Module. £149.99 


Cosmic Carnage.£48.99 

Doom .£48.99 

Golf Magazine 36 Holes. £CALL 

Metal Head. £CALL 

Mortal Kombat 2.£CALL 

Star Wars Arcade.£48.99 

Super Afterburner.£37.99 

Super Motocross.£37.99 

Super Space Harrier.£37.99 

Virtua Racing Deluxe.£48.99 


Battlemaniacs.£26.99 

Cloud Master.£9.99 

Dr. Robotniks Mean Bean Machine.£24.99 

Dragon.£26.99 

Dragon Crystal.£9.99 

Ecco the Dolphin.£25.99 

Incredible Hulk.£14.99 

Lemmings 2.£28.99 

Lion King.£25.99 

Mortal Kombat 2.£29.99 

Road Rash.£13.99 

Smash TV.£9.99 

Smurfs.£25.99 

Sonic Spinball. £CALL 

Star Wars.£14.99 

Winter Olympics.£14.99 

Wonderboy in Monsterworld.£12.99 

World Cup USA '94.£26.99 


Sega Mega Drive Mouse - essential for games 

WHICH USE A CURSOR SUCH AS CANNON FODDER, 

Lemmings, Snooker. Comes with its own 
mouse mat. SAVE £10! .only £19.99 

Mega Drive Scart Cabics (specify 1 or 2].£11.99 

Saiter Megamaster. £19.99 

Sega 4 Way Tap.£25.99 

X-Terminator cheat adaptor for Game Gear ...£CALL 

••••••••••••••••••••••••••••a 

NO MEMBERSHIP FEE 

-ATT Frleiii lnclu«f«i VAT.- 

0 EXTRA FAST DELIVERY, 2-3 WORKING DAYS 
ON STOCK ITEMS. (PLEASE ALLOW 7 DAYS 
FOR CLEARANCE IF SENDING A CHEQUE 


ALL ITEMS ORDERED FROM US ARE FULLY 
INSURED AGAINST LOSS OR DAMAGE 

ALL ITEMS LISTED ARE NORMALLY IN 
STOCK AND ARE DISPATCHED THE SAME 
DAY WHENEVER POSSIBLE. 

ALL GOODS ARE FULLY GUARANTEED. IF 
ANY ITEM DOESN'T WORK AS IT 
SHOULD, WE'LL REPLACE IT IMMEDIATELY 
AT NO COST TO YOU. 

1000'S OF TITLES AVAILABLE, IF YOU 
CAN'T SEE THE ITEM YOU WANT, PLEASE 
RING AS STOCK ARRIVES DAILY. 
SOFTWARE AND ACCESSORIES 
AVAILABLE FOR ALL MACHINES. 

ORDER BY PHONE, FAX OR THROUGH 
OUR EXCLUSIVE FREE POST SERVICE. 


0 

0 

0 

0 


Fifa (Amiga) - £21.99, Theme Park (3DO) - £37.99, Super Star Soccer (Snes) ■ £39.99, AVP (Jag) - £45.99, Magic Carpet (CD Rom) - £31.99. 



5a<Cut Out This order form and post to : 

GAMEPLAY, FREEPOST LS5924, 
BATLEY, W. YORKSHIRE WF17 7BR. 


Item 


Machine Price 


Name:... 

Address: 


Postcode: 

Tel:. 

Cash*l~ 




£ 



£ 



£ 



£ 



£ 



£ 

Postage is FREE on all accessories and P&P 

orders of more than one item. Please ADD 
£1 for orders of just one software item. TOTAL 

£ 

£ 


Cheque □ Postal Order □ Card □ 




1—1 

Si 


Card Number □□□□□□□□□□□□□□□□ Expiry Date 


Cheques payable to ’Gameplay 1 . 

Prices correct at time of going to press. E & OE. 
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Wanna pack a BIG GUN with enough 
ammo to level a city? You got it...! 
Wanna massakre seriously psykotic 
Psykogenix mutants and get paid? You 
got it...! 

Wanna blast your way through the 
savage secret zones, deadly Krewtraps, 
mad'n'bad buildings and hideous 
end-ot-level Psykos comprising 6 
HUMUNGOUS levels ot 3D isometrik 
karnage • and wear a spectacularly 
sexy, hyper-hi-tek, Big Ordinance 
Neutralising Exo Skeleton to boot? 






Well you got it all - but only if you 
join Spine, Joint and Bib, 
otherwise known as the SKELETON 
KREW, in their first outRAGEous 
blastlesl!! 



Up to two players. 


t 

/( 

i 


Available on: 
Mega Drive, 
Amiga 1200 
&CD 32 






#“*ll IllLjlllO MCOCI vcu. 

55 Ashbourne Road Derby DE22 3FS Telephone (01332) 297797 Facsimile (01332) 381511 


Skeleton Krew is a trademark of Core Design Limited 



MibiaM ui-iiVts 








